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: "Descent gar 1e engine 
~ landed in AD&D gant a 

most famous mora thea h J 
FORGOTTEN REALMS... 

...it left in its wake the most revolutionary nen 
A the wizards and magicians in the Realms could never have predicted what happened 

that mystical night in the dungeons of Undermountain. After all of their spells, conjuring, 

and attempts to see the future, the future literally crashed down upon them. With deadly force. 

It left an indelible mark. It affected their vision. Their movement. Their way of life and 

death. It changed their history as well as their future. 
Introducing DESCENT TO UNDERMOUNTAIN”, the most revolutionary new AD&D* 

FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful 
Descent engine, the dark inhabitants of Undermountain’s stone belly now experience 3D 
vision and 360° movement. Perhaps it was the strange visitor from the future. Perhaps just 

the trauma. But multiple characters are now 
developing in the cracks and under the rocks of ancient caves. 

All of this, along with multiple player options has forever changed the face of the AD&D" 

FORGOTTEN REALMS world. What came down from the hereafter that fateful night, is 
certain to continue down into history. And down. And down. And down. 

BESCENT TO 

Download the interactive preview at www: //\interplay. — com 
01996 in lerplay Productions. All rights reserved. Decent © 1996 Parallax Software. Al rights reserved 

DESCENT TO UNDERMOUNTAIN, ADV "ANCED DUN GEONS & DRAGONS AD&D FORGOTTEN REALMS, and the TSR logo are tr ademarks of TSR lnc. Al rights reserved 
INTERPLAY is a trademark of Interplay Productions. All rights reserved. 



RPG game to date. 

Ps) THE AWARD WINNING 
DESCENT” ENGINE MEETS THE 
MOST FAMOUS AD&D* WORLD, 
THE FORGOTTEN REALMS* 

® Fut 3D, 360° rst person 
ACTION BASED ON THE HUGELY 
SUCCESSFUL DESCENT™ ENGINE 

@ CHARACTER DEVELOPMENT IN 
OVER 20 DIFFERENT MAGIC- 
RIDDEN DUNGEON LEVELS 

® First AD&D’ action RPG 
WITH UP TO 4 PLAYER 
MODEM/NETWORK OP" 

@ “~ 
BY GAMERS. FOR GAMERS.™ 

o 3D Role Playing Action With Up to 4 Players RP 
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Available on PC CO Rom 
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New options, New experiences, All with the exciting introduction of our newest Star Wars™ cog Expansion Set ANew Hope”. 

Now the Empire’s weapon of choice, the Death Star, arrives with the ability to intimidate the Alliance at every turn. 

~ Can the Rebels discover its weakness? Find out with 162 exciting customizable cards in Limited Edition 15-card packs arriving this summer 
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A NEW HOPE™ 

2 CUSTOMIZABLE GARD GAME™ 

DECIPHER INC 
The Art of Greaf Games 
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Taking Card Advantage 
by Brian Weissman 

BattleTech: ’Meching It Work 
by Michael G. Ryan 

EXPERT ADVICE 

39 Card Spotlight 
by Chris Page 

Card recursion and getting the most 
out of Alliances’s Death Spark. 

43 Excuse Me, Mr. Suitcase? 

by Paul Peterson 

Mr. Suitcase breaks down and reveals 

his favorite Magic cards. 

47 Deck Deconstruction: 
Turbo-Stasis 
by Beth Moursund 
Beth explains how Turbo-Stasis decks 
work and why they exploded onto the 
tournament scene. 

51 Murk Dwellers 

by Tom Wylie 

You'd never cheat at a tournament, right? 
Here’s what happens when you do. 

FEATURES 

Opening New Worlds. .............cccccssessseeesees 54 

by Jeff. Lin 
From Buenos Aires, Argentina, to Kuala Lumpur, 

Malaysia, Magic is slowly but surely capturing the 
imaginations of peoples all over the globe. Jeff J. Lin 
takes a look at the differences—and similarities— 
of deckslingers worldwide. 
Plus: Tips on playing Magic in foreign countries. 

Magic Compemitanna isc. jcsccsdscsueestneczeaviiieieecstse 21 
This issue’s Magic Compendium includes Alliances and Mirage card 
combinations, how to build and beat Turbo-Stasis decks, a “Deck 

Clinic” diagnosis for a mono-green deck, and much more. Check 
out the Compendium’s table of contents on p. 21 for more details. 

69 

98 

The prince of card advantage himself explains the principles behind this Magic strategy and 
helps you determine which cards are best for taking card advantage over your opponent. 

Lasers criss-cross the sky, missiles roar overhead, and shards of armor fly. You're commanding 
a field of heavily armed "Mechs and there’s only one thing on your mind: obliterate your 

enemy’s army and resources. That’s your POV in Wizards of the Coast's latest, loudest trading 
card game. Strap in with BattleTech’s editor for some covert recon on the game’s development. 

Vampire: The Eternal Struggle 

by Jennifer Clarke Wilkes 

and R. Brian Smith 

Immerse yourself into the world of 
The Sabbat—the latest V:TES 
expansion; plus notes from a playtester 
and The Sabbat card list. 

Magic:The Puzzling 

by Mark Rosewater 
Three new puzzles from the one and 
only Mr. Rosewater; plus the murder 

mystery continues with “Magic Tricks,” 
the answers to last issue’s puzzles. 

104 Lost in the Shuffle 

by Richard Garfield 
Once a professor, always a professor. 
Richard Garfield offers up his favorite 
books about making games. 

DEPARTMENTS 

4 Mark My Words 

8 About our Contributors 

Il Letters 

18 What’s New? 

With Phil and Dixie 

NEWS AND REVIEWS 

15 WotC News 

The latest update on Micro- 
prose’s Magic computer game, 
the Magic Multiverse Gift 
Box, BattleTech, and more. 

17 Insider Trading 

by Mark Rosewater 
Competitors for the first 
annual Duelist Invitational 
revealed; plus, the decklist for 

the first World Championship 
deck, courtesy of Zak Dolan. 

77 Reports on 

Trading Card Games 

by Allen Varney 
The success of TCGs has 

spawned a new type of game: 
collectible dice games; plus 

game news and notes. 

81 X-Files 
by Lester Smith 

Lester Smith investigate 
USPC’s The X-Files. 

85 Star Trek 
by Allen Varney 

Fleer/SkyBox boldly goes 
where no trading card game 
has gone before. 

90 Killer Instinct 
by Allen Varney 
Jeepers! Reviewer Allen 
Varney finds Topps’ first trad- 
ing card game brutal, cold- 
blooded, and surprisingly fun. 

92 From the Guys (and Gal) 

Downstairs 

by Teeuwynn Woodruff 
Our fearless R&D agents 
check out the most promising 
computer games at GenCon. 
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MARK MY WORDS 

Sculpting in Jell-0 
RADING CARD GAMES are not exactly the easiest topics to cover in a 

bimonthly magazine. By their very nature, they’re constantly changing. A basic 

part of the game last week might be completely insignificant a month later. Hot 

cards, popular deck types, important game strategies ebb and flow every week. 

As a die-hard Magic player, I understand that this ever-changing flux is what makes 

the game so exciting. But as a journalist, well, the task seems daunting at times. So, 

how do we cover a game as metamorphic as Magic? We accomplish this by making 

use of three very important resources. 

The first, naturally, is Wizards of 

the Coast (WotC). The very source of 

Magic, WotC provides us with access 
to every element of the game. The 
Research and Development crew, for 
example, lets us know what’s on the hori- 

zon. The R&D crew fills us in on the new 
expansions and clues us in to what impact 

they might have on the game. Continuity 

paints in the backstory and reveals much 
of the flavor that lies hidden in the nooks 

and crannies. 

The Duelist Convocation Interna- 
tional (DCI) tells us about what’s hap- 

pening tournament-wise and warns us 

about what changes are coming down 

the pipeline. 
Every department at WotC allows us 

access to learn what impact they are hav- 

ing on the game. In return, The Duelist 
provides them with a direct link to the 
public. If any section of WotC wants to 
share information with the players, they 

come to us. 
The second resource: the players 

themselves. We spend lots of time keep- 
ing our collective finger on the pulse of 
the game. One way to accomplish this is 
to stay in contact with the top players. I, 
for example, make sure to stay on a first- 
name basis with the majority of the pro 

players. This access not only provides us 
with insight on what’s happening on 
both the tournament scene and in casual 

play but also gets us some good authors. 
The Duelist has always prided itself on 

its strategy columns. Who better to share 

their tournament-proven knowledge 

than the game’s top players? The strategy 
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feature in this issue, for instance, is writ- 

ten by Brian Weissman, one of the true 
innovators of the game. “The Deck,” 
Weissman’s famous blue/white combina- 

tion, has been a dominant force in Clas- 

sic (Type I) tournaments for more than a 

year. In “Taking Card Advantage,” (p. 60), 
he shares his expertise on this crucial ele- 
ment on tournament-level play. 
The final resource is the reader. Many 

people take time to share their thoughts 

and feelings with us on a variety of 
issues. This connection allows us to glean 

what topics are important to the average 

Magic player. 

Once we have all the information, we 

apply our expertise to predict what twists 
and turns Magic will take. The articles 

you read are sent through an extensive 
process where several sets of eyes (includ- 
ing members of R&D) look over the text 

to ensure that all information is accurate. 

Once the content is complete, the 
article is passed to the art director, who 
turns black-and-white words into a 

colorful page layout. Pay careful attention 
to the illustrations. Oftentimes, when a 

card is featured in an article, we will ask 

the artist of the card to reinterpret his or 
her work with a new piece of art. 

All in all, it’s a bit tiring. Luckily, we 
don’t have too much time to worry about 
it; there’s always the next issue to get out. 

BY inka ele 
MaArK ROSEWATER 
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THE SEQUEL TO Heroes of Might and Magic 

AKEA 
“She king is dead, a civil war rages throughout the 

countryside, and the people are clamoring for a new leader. 

Whether you choose to play on the side of 

| AB good or evil, you can control the greater 

kingdom if you can muster the courage and skill to take it. 

this long-awaited sequel is a feature-by-feature enhancement 

of everything that made the 

l H E original Heroes an all-time 

strategy classic. Scores of new hero and monster types, 

alliance formation for team play, enlarged combat maps, 

increased multi-player options, and 

@) : AL a flexible “World Builder” module 

are just a few of the reasons why Heroes II will be a 

prized addition to your CD-ROM treasure trove. 
- 

THRONE. viccesensvs 
friends or the computer. 

SNS SSE > Multiplayer action for 
2-6 players via Internet, 

modem, or network. 

ee Expanded 
“interactive” battlefields. 

s 

0 2F Fao 
eh More of everything! 

; Over 60 scenarios, 65 
| heroes, and 66 monsters. 

Dozens of new skills, 
spells and artifacts. 

ee Includes powerful 
i yorld Builder” game editor. 

+ Available for = 
Windows® 95 and DOS. =% 

“pate 
r r 



THE 1995 STRATEGY GAME OF THE YEAR oa” 
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ABOUT OUR CONTRIBUTORS 

Wise beyond His Years 
D.Alexander Gregory. Just twenty-four years young, New York-based 
artist D, Alexander Gregory brings a wealth of worldly experience to his 
paintings. As the son of a former CIA communications director, this 
month's cover artist couldn't help but get his fair share of overseas travel 
early in life. 

Born in Nicofia, Cypress, he and his parents lived there until Gregory 
was five, when they moved to Europe. “With my father’s embassy work, 
we bounded around Europe for about three years,” he says. “We lived in 

Copenhagen, Denmark, London, Budapest, and Romania. Unfortunately, I was too young to 
enjoy it all, but it did result in my seeing all these different places.” Gregory and his family 
landed stateside when the future artist was eight. 

This month’s cover illustration is a reinterpretation of “Final Fortune,” a 
card he painted for Mirage, Wizards of the Coast’s ninth expansion set for 
Magic: The Gathering. 

“Originally it was called ‘High Stakes,” explains Gregory. “Basically it 
features two people attacking each other. It shows one of the opponents 
making his last attempt to win the battle. The cover art shows that he 
survived the attack. It’s moments after the battle, and he’s the survivor. 

The coolest thing for me was to base the art around reality and tribal Gregory’s 
. ” “Final Fortune” 
imagery. It was fun to explore that. inspired this month's 

Gregory’s relationship with Wizards started two years ago, when he _cover art. 
illustrated ten Jyhad cards. He’s also painted paperback book covers, as 
well as comic book covers for industry heavyweights Marvel Comics and DC Comics. 
Though Gregory now resides in NYC with his wife Maho (also an artist), it was while 

attending high school in Lexington, South Carolina, that his talent was first recognized. “I 
was just taking some art classes and someone told me I could make a living doing this stuff. 
He told me all these things about comic book artists I never knew.” 

Gregory attended Savannah College of Art & Design (in Georgia) but dropped out after 
two years. His rationale was simple: “I never got any formal training [in art], so I’m pretty 

much self-taught. Besides, school was pretty oblivious to what you really need in order to 

survive as a human being who paints.” 

211 in Progress 
Tom Wylie. Tom Wylie’s no “Banana Slug,” even if he did graduate in 
1992 from the school with the infamous mascot: U.C. Santa Cruz. A 
two-year veteran of Wizards of the Coast’s Research and Development 
group, Wylie wears several hats at WotC. 

Besides playtesting Magic, Wylie tracks the rules for all of WotC’s 

Deckmaster games and serves as a lead developer for Netrunner, which 
includes working on the cards and coming up with flavor text for the 
company’s new “Corporation versus Runner” game. “Basically I’m the 

person who winds up doing most of the work,” he says jokingly. 
But the role in which Wylie is making a name for himself involves WotC’s Magic 

Pro Tour. As head judge for each of the professional tournaments, Wylie lays down the law. 
In fact, at the very first stop this year, in New York City last February, one of Wylie’s rulings 

was questioned by a Senior competitor. “I don’t think you understand the rules,” said the 

bewildered player. Wylie’s response: “No, you don't understand. I am the rules.” 

On top of everything else Wylie still finds time to write a pair of widely read columns in 
The Duelist, “Murk Dwellers” and “Magic Rulings & Errata.” When he’s not putting in his 
fifty-plus hours a week at WotC, the 25-year-old former software engineer likes to shoot 
pool. His favorite hangout nowadays is the 211 Club, a 21-table billiard hall in Seattle’s 

Belltown District. 
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LETTERS 
Who’s the Fairest? 

keep reading about people 

who complain about Type I 

decks, and I think it’s time 

someone defended Type I 

play. Moxes, Black Lotus, 

Ancestral Recall, Time Walk, 

and Timetwister don’t make 

you an instant winner, and 

they aren't required to win. 

Every tournament I have 
been to has been a Type I 

tournament, and I’ve won two 

of them. I won without Moxes 

or a Lotus, and it wasn’t 

because of luck that I won; it 

was skill. 

You don't just need the 

cards; you have to know how 

to use them well. I’ve played 

against people who had all of 

the good cards, but they as 

players weren't any good at all. 

Lots of people who buy all 

those expensive cards have no 

deck-building skills and are 

very easy to beat because they 

think that the power cards are 

all they need to win. 

I do believe that many of 

the Type I cards are too pow- 

erful, but I do not like the 

Type II attitude of “That card 

is old, so you can’t use it.” I 

don't like hearing people say 

that Type I players don’t have 

any skill, and I don’t think a 

respected gaming magazine 

like The Duelist should print 

such ignorant letters. Cards 
are expensive, and I’m not 

going to quit using mine 

because they might be older 
than someone else’s. I do think 

Type 1.5 tournaments are a 

good idea because they allow 
people a wider variety of cards 

to choose from. And they’re 

more fair than Type I and 

Type II because restricted 

cards are banned. 

Rocco J. Carello 

Rearello@nmu.edu 

10 DECEMBER 1996 

Stereo-Type I-ing 

am quite disgusted at the 
way your magazine portrays 

and stereotypes Type I while 
making Type II look like 
God’s gift to gamers. 
Lawrence Mak claimed in his 

letter titled “What Money 
Can Buy” (Duelist #11), that if 

you had the power cards, it 
didn’t matter what other cards 
you had in your deck. I would 
love to play him for ante or in 
a tournament. None of the 
power cards can win by them- 
selves. None of them do any 

damage whatsoever; they only 
help you get your “good” cards 
in play. 

You can’t put the power 
cards in a deck without think- 
ing some about a strategy. I 

recently went to a tournament 

where two players were play- 

ing all the power cards in their 
decks and didn’t get past the 

first round—and they played 
against beginners. I took a 
look at their decks and found 

no strategy at all; they just 

threw all the restricted and 

powerful cards together with a 

few creatures. 

Another misconception is 

that you Aave to have the 

power cards in order to com- 

pete in Type I. That’s totally 

false. I go to Type I tourna- 

ments in New Jersey and see 

some amazing competition. I 

saw a kid with no power cards 

at all make it to the Final 4. 

Another time I saw a kid with 

a Goblin deck make it to the 

For those who have been eagerly waiting to hear the results 

of various Duelist contests, the wait is over. Congratulations 

to all of the following winners, and thank you to everyone 

who entered! 

“Know the Pros” contest 

winners (Duelist #11): 

Grand-prize winner: 

Lowell Miyagi, Covington, IN 

First-prize winner: 

Theo Elkow, St. Louis, MO 

MicroProse Screen Saver 
winners (Duelist #11): 

Michael Renee Banek, Oxnard, CA 

Michael Black, Mew. York, NY 

Ken Brand, West 

Mike Dennis, Irving, TX 

David Graham, Hibbing, MN 

Carl Heath, Watauga, TX 

nge, Nj 

* 

Magic: The Puzzling book 
winners (Duelist #10): 

Andy Bogursky, Williamsburg, VA 

Eric A. Garman, Cuyahoga Falls, OH 

Ben Harris, Nashville, TN 

Michael J. Schmidt, Cincinnati, OH 

Nathaniel Wise, Baltimore, MD 

. 
Dieter Passchiev, Emden, Germany 

Louis T. Schleigh, Philadelphia, PA # 

‘fin Stephens, Silsbee, TX 

Pete Struhar, Sterling Hgts, Ml 
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finals! His only power card 

was a Mox; the rest of his 

cards were commons. 

That brings me to another 

point. Most power cards are 

overrated. Ask Type I players 

about Moxes, Black Lotus, 

Timetwister, or Time Walk, 

and they'll all say the same 

thing: overrated cards. Most 

Type I players play with three 

or four Moxes and a Lotus, 

depending on their deck color. 

You don’t want four Moxes in 

your opening hand or very 

early. If you get that many, 

then you'll have a lot of mana 

on the table, but you'll have 

virtually no hand. The Lotus 

is only powerful in the first 

three or four turns and then 

becomes a wasted draw. And 

you'd be surprised at what a lot 

of Type I players think of 

Time Walk. Most look at it as 

a cantrip. Sure, you get to 

draw an extra card, but you 

cast one in order to get one. 

A lot of people don’t play it. 

And Timetwister is a joke. 

Almost no one in Type I plays 

it because you don’t want your 

opponent drawing cards, 

especially at your expense. 

Type I tournaments have 

been accused of using the 

same types of decks, but not 

all of them are the same by 

any means. Sure, there are 

some counterspell decks, but 

each has its own twist. My 

friends and I usually don’t play 

counterspells, and we've won 

tournaments. How can Type 

II players criticize Type I for 

using all the same decks when 

everybody in Type II plays 

Necrodecks or Erhnaggedon? 

Go to newsgroups and you'll 

see endless complaining about 

how Necro dominates! You'll 

see complaining about every- 

thing in Type II. People want ILLUSTRATION BY D. ALEXANDER GREGORY 
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Hymn and Necropotence 
restricted and want Zuran 

Orb banned, but you never 
hear, “Ban Moxes or Twister.” 

Type I is where the more bal- 
anced game is at because no 
one deck dominates like in 
Type II. 

Even though I have all the 

power cards, I’m all for Wiz- 
ards of the Coast’s reprinting 
them. For a little while, people 
will be stuffing their decks 
with power cards, but after 

some time, they’ll realize 

they’re not what they’re cut 
out to be. My suggestion to 
Wizards of the Coast is to re- 
evaluate Type I. Take a closer 
look; ask experienced players; 

go to tournaments. Then 
you'll see what’s really going 

on and stop the stereotyping. 
Ankur Kumar 
Flemington, NJ 

Expanding Horizons 

/iiances was disappointing 
to me in only one respect: 

as in prior expansions, little 
racial or ethnic diversity in the 
characters was represented in 

the artwork. With well over 
one thousand different cards 
in print, only a handful of 
black or Asian characters are 
featured on Magic cards. Of 
the many artists represented 
on the cards, only Phil and 
Kaja Foglio consistently 
include non-whites in their 
artwork. While I appreciate 
cards like Spirit Link, 
Hydroblast, Kismet, and 

sPOTHGHT 
Burning Down 

the House 

This letter from Sidney 

A. Dunton and Greg 

Baumgardner of Old 
Town, Maine, upset us 

a bit. We've heard of 

burning up Black 

Lotuses and Moxes, 

but picking on a poor, 

defenseless Circle of 
Protection: Red? 

We take it 

you lost the duel, 

Sidney? 

Remember, we'll put a letter in the spotlight as long as we 

keep getting creative letters. So send them in! 

Cuombajj Witches, it would 
be nice to see a wider variety 
of artists representing diverse 
characters in their illustra- 
tions. Margaret Organ-Kean's 
Cloak of Confusion and 
Susan Van Camp’s Gift of the 
Woods are examples of the 

Comments? Questions? 

WE’RE LONELY HERE! 

Send your thoughts to “Letters,” 

clo The Duelist, P.O. Box 707, 

Renton, WA 98057-0707, or to 
<duelist @wizards.com>. 

Please include your name, address, and 

phone number for verification purposes. 

Letters may be edited for length and clarity. 
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type of artwork that should be 
emulated. 

Magic has an admirable 

tradition of representing 
women in positive roles in its 
artwork. Many of the most 
popular artists are women. I 
hope a similar tradition of 

diversity in artists and art- 

work can be established with 

respect to blacks and Asians. 

Thomas Griffith 
Los Angeles, CA 

Thanks for writing, Thomas. 

Hopefully, you've had an 

opportunity to check out the 

art in Mirage, since it seems to 

do just what you're asking for. 

Smart Shopping 

ie writing to you 

concerning Mark 

Wright's letter in Duelist 
#11 titled “Queen’s Gam- 

bit.” I’m no one to discredit 

an individual’s opinion, but 

I’m glad that Wizards of the 
Coast reprinted cards for 
Chronicles and Fourth Edition. 

You see, I started playing 

Magic after Chronicles came 

out, and I find it much better 

to buy individual cards for 
five dollars or less, rather than 

buying cards for thirty dollars 
or more. 

Noel Wilkinson 

Baton Rouge, LA 

CyberMagic Update 

lhe Duelist #12, you featured 

an article called “Cyber- 
Magic.” All in all, the article 

was very good; as a matter of 

fact, it was one of the more 

accurate ones I’ve read. But 

it seems that you have left 
out an important part of the 
“heritage,” if you will, of 
Magic on the Net. While you 
did speak with Joseph Elk- 
ouby about The Vault, you 
failed to mention, or even 

contact, Web Across 

Dominia for their input. Web 
Across Dominia was the 

original Magic Net-zine, 
which you should have found 

out through your research. It 

started a flood of take-offs 

that have all done well and 

gone in different directions 

than WAD has. I would only 

assume that an article talking 

about Magic on the Internet 

would also discuss the oldest 

of the online Magic periodi- 

cals. It is very hard to believe 

that we were not contacted 

for input, nor even mentioned 
in your article. 

Ryan J. Norris 
Editor and Publisher 

Web Across Dominia 

Magazine 
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Traveling the World 
he collectable Magic: The Gathering Multiverse Gift Box is 

almost here; in fact, you should be seeing it in stores, retail- 

ing at $19.95, in early November. The gift box 

includes a total of six Magic boosters, including two 

preview boosters for Visions, one Italian Alliances, one 

French Homelands, one Japanese Chronicles, and one 

German Renaissance. The display box also converts into a 

carrying case. (For more information on the gift box and the 

Visions preview cards, see “A Visionary Gift” on page 34.) 

Dreaming Visions 
Now that you've gotten a taste 

of Mirage, it’s almost time for 

Visions, which will continue 

with the same themes of its 

mother expansion. If you've 

seen the Multiverse Gift Box, 

then you've probably already 

played with some of the 

twenty-five preview cards for 

Visions, but the entire set of 

over 160 cards is scheduled to 

hit the streets in January 

1997 Visions will be available 

in fifteen-card boosters that 

will retail for $2.95. 

The Future 
of BattleTech 
With BattleTech’s TCG 

release in November of this 

year, many players will be 

looking for even more cards 

rT - to fill out their 

stockpiles. As 

yet unnamed, 

the first expan- 

sion is tenta- 

tively scheduled 

to be released in 

late spring/early 

summer with a 

second expansion 

scheduled for release in late 

summer/early fall. 

MicroProse Magic: 
Worth the Wait 

So when will the MicroProse 

| computer game for Magic: 

The Gathering be released? 

Says David Etheredge of 

MicroProse, “the number one 

priority [of Wizards of the 

Coast and MicroProse] is 

quality and consistency with 

the card game.” 

Descriptions of the game 

make it sound well worth the 

wait. The game will be com- 

prised of over 400 cards, 

mostly from Fourth Edition, 

but will also include twenty- 

three cards that are out of 

print—cards like Black 

Lotus. MicroProse Magic 

players will also get twelve 

new cards, called the Astral 

set, that will have random 

components. The main 

feature of the game, 

called “the duel,” will 

let you construct a 

deck and play against 

an opponent, more 

than one opponent, 

or the computer. And 

if you have a rules 

question, why the com- 

puter will have the answer. 

The game also has an ani- 

mated multimedia tutorial 

and a contact-sensitive ani- 

mated help file. You get all 

this plus future expansions 

every three or four months, 

the first of which will include 

Arabian Nights, Antiquities, 

and Unlimited. 

The Seasons of Arena 
Have you joined Arena, the 

League for Magic: The 

Gathering yet? Arena spon- | 

sors tournaments at local 

retail stores for players of all 

skills and experiences. Partici- | 

pants in Arena compete for 

prizes and recognition and | 
also receive a rare, alternative- | 

The Duelist is looking for a full-time editor to work 
in-house at Wizards of the Coast. The job requires exten- 

sive knowledge of Magic. Editing experience is not mandatory, but 

The Duelist Wants You 

art card when they sign up. 

Arena’s first season ended on 

September 8, with over 200 

stores and more than 3000 

players participating. 

fou can find Arena in 

several new cities during this, 
their Harvest Season. Arena is 

currently running in stores in 

Albuquerque, NM; Atlanta, 

GA; Boston, MA; Chicago, 

IL; Cincinnati, OH; Cleve- 

land-Akron, OH; Columbus, 

OH; Dallas, TX; Denver- 

| Boulder, CO; Detroit-Ann 

Arbor-Flint, MI; Houston- 

Galveston, TX; Kansas City, 

MO; Los Angeles, CA; 

Miami-Fort Lauderdale, FL; 

an applicant must be able to demonstrate strong copyediting, content 

editing, and writing skills. A degree in journalism, communications, or English 

is a plus, as is previous publishing experience. 

The Duelist is also looking for freelance writers capable of writing intelli- 

gently about Magic. Ability to write to size and meet deadlines is essential. 

Send your resumés and editing or writing samples to: The Duelist, 

c/o WotC Human Resources, P.0. Box 707, Renton, WA 98057, or fax them 
to (206) 204-5811. 
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WotCc News 

(continued) 

Milwaukee, WI; Minneapolis-St. Paul, 

MN; New York City, NY; Norfolk, VA; 

Philadelphia, PA; Phoenix-Mesa, AZ; 

Pittsburgh, PA; Portland, OR; Sacra- 

mento, CA; San Antonio, TX; San 

Diego, CA; San Francisco, CA; Seattle, 

WA; St. Louis, MO; Tampa-St. Peters- 

burg, FL; Washington, D.C. 

Players interested in more information 

about Arena should check out the 

league’s website at <http://www.wiz- 

ards.com/Arena>, or call Wizards of the 

Coast Customer Service at (206) 624- 

0933. Retailers should contact their 

Merchant Relations representative. 

ing removing the entire restricted list and 

adding two special table rules for game play. 

Expect to see the tournament rules circulate 

some time in October. 

WOTC AND THE ICC 

Camarilla Conclave (ICC) on Halloween week- 

end (October 31st-November 3rd) in Hous- 

ton, Texas. Their presence at the ICC will be 

tle to promote the release of 

SAbbAT The Sabbat (see Sabbat 

°. * coverage on page 69), as 
well as to host various DCI-sanctioned V:TES 

tournaments, like the tentatively scheduled 

first Sabbat sealed-booster event. Make 

plans now to meet with WotC personalities 

and take part in the excitement of tourna- 

ment V:TES! For more information on the 

ICC, write to: ICC, P.O. Box 15050, College 

Station, TX 77841-5050. 

—Shawn F. Carnes 
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The Word From HQ 
Ladies and Gentlemen, Start Your Cybermodems... 
If you haven't checked out the Netrunner section of the Wiz- 

ards of the Coast website lately, then get movin’, Wilson; you're 
behind! The latest and greatest features include an online demo of Netrunner as 
well as the second installment of Webrunner, entitled The Forbidden Code. The 
online demo allows a single person to walk through the basic steps necessary to 
start playing both the Corp and Runner. You actually get to see the step-by-step 
progression of a basic game of Netrunner. So if you or any of your friends have 

been hesitant to sink any cash into Netrunner without playing it first, this is a 

deal for you. Webrunner II: The Forbidden Code, the interactive online Netrun- 
ner contest, ended on September 27th. However, like Webrunner: The Hidden 

Agenda, the contest 

has been converted 

to a game and is 

available to play on 

the Wizards web- _* 4 ; 

site. In this incarnation of Webrunner, you 

are the Deputy Security Chief at Encoder, 
Inc., a cryptography company in the midst of a hostile takeover by evil corporate 

monolith Futokora Unlimited. Get involved in protecting your employer from 

a hostile take over and check out the free, interactive Netrunner demo at the 

Wizards of the Coast website: <http://www.wizards.com>. 

Some guys played Netrunner at the Magic World Championships! 
Magic gets all of the attention! You might not have known about it, but there 

was more than just Magic events going on at the Magic World Championships; 

three Netrunner tournaments were held during the August 15-18 event. The 

first tournament was sealed deck with a Proteus booster pack. This was, of course, 

before Proteus was released to the public, so the participants earned bragging 
rights in the Netrunner community. The other two tournaments were con- 

structed deck. All of these events were a blast, and we appreciate everyone who 
participated. 

Netrunner with a Hint of Hazelnut 
Proteus has only been out for a few months, 

but the Netrunner team is hard at work on the 

follow-up expansion. Hazelnut, the expansion’s 

code name, picks up soon after the Proteus 

technology has been discovered and manipu- 

lated. Corporate Artificial Intelligences are gain- 

ing sentience and sporing themselves throughout 
the net. Possessing superior ice breaking capabili- 

ties, the Als are assaulting corporate data forts in 

search of any and all data. Manipulating the 

hysteria of a paranoid public, many vulnerable corporations have succeeded in 

having legislation enacted that has relaxed ice restrictions. Now, any entity, AI 

or Runner, that is purposefully invading corporate data forts will have a few sur- 

prises in store for them. Of course, being as resourceful as they are intelligent, 

many of the Als have enlisted their own soldiers to help wage the information 

war—the best Runners to ever crash a data fort. Look for the second Netrunner 

—Kevin Maples, Netrunner Mole 

Watch for more of Norm Dwyer’s art in 

the upcoming Netrunner expansion. 

expansion in early 1997 
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Trading “oil 
shaping ability. Thus was born 
the Ovinomancer, a blue wiz- 

ard that can turn any creature 

into a 0/1 sheep token. 

Drumroll, Please... 
I promised last issue to let the 
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‘on flavor text. 

fo write comedy 
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(This may be the world’s first — 
attempt at Atog poetry.) 

“To Be a Foratog” er =“ 
If bark is dark ~ | 

Then wood is good; on 
If light, don’t bite —- think the folks in cat out of the bag and officially paren 

Magic R&D are justa announce the sixteen invitees Juss Hone as 
bunch of lucky people _ for the first annual Duelist 
who get paid to play Invitational. Before I do, I 

games. Okay, I guess that part 

is true. But we do stop playing 

occasionally to take breaks, and 

that’s when most of us play 
network computer games. 
One such break led to a 

Magic card coming out in 
Visions (the Mirage expansion 

to be released in January, 

1997). In Warcraft II, magic 

users can cast a spell called 

Polymorph, which turns the 

opponent's creatures into 
sheep. Greatly humored by the 

ability to turn a mighty dragon 

into a braying ball of wool, we 

decided it was crucial for 

would like to introduce the 

panel that selected the group 

and quickly explain the 

selection criteria. 

The eight-person panel 

included David Doust (tourna- 

ment coordinator), Andrew 

Finch (Pro Tour Manager), 

Scott Larabee (tournament 

coordinator), Terry Melia 

(Duelist Sideboard Editor and 

Duelist Managing Editor), 

Didier Monin (Customer Ser- 

vice, Wizards of the Coast 

France), Beth Moursund (Pro 

Tour judge/Duelist writer), 

Tom Wylie (Pro Tour head 

SA Ree e Renee eee eee eee eeeee eaeeene 

editor), and me 

(Pro Tour judge/Duelist 

contributing editor). 

First and foremost we 

wanted players who have 

proven through competition 
that they are among the best in 

the game. Second, we wanted 
players who have made a name 

for themselves, people who 

other players read about and 

aspire to someday play and 
defeat. Third, we wanted per- 

sonalities, people who bring 

finally, we wanted 
diversity. Magic is 

played the world over. We felt 

the Duelist Invitational 

needed to reflect that. 

The selection process was 

quite difficult as there were 

more than sixteen worthy 

recipients of invitations, and 

the panel was forced to make 
a number of hard choices. 

But enough of my yapping. 

Here are the sixteen invitees 

competition. And 

Magic to have this sheep- judge/Duelist contributing spice and excitement to Magic __ of the first annual Duelist 
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What’s 
Inside 

21 WOTC PICKS 
AND TRICKS 

Wrap up the year with more 

Alliances and Mirage combos. 

23 HOUSE RULES 
Tried and true formats for 

team play. 

24 FROM THE LIBRARY 
OF LENG 

by Scott Hungerford, Pete Venters 

and Jon Wilkie 

Learn more about the infamous 

Serra Angel. 

26 MAGIC RULINGS 
& ERRATA 

The latest rulings, including 

errata on Daring Apprentice 

and Titania’s Song. 

27 ON THE LINE WITH 
CUSTOMER SERVICE 

Clear up all those questions 

about flanking and phasing. 

28 DECK CLINIC 
This issue’s patient: a mono- 

green deck with (surprise!) not 

enough land. 

30 TOURNAMENT NEWS 
DCI banned and restricted 

updates; plus, the World 

Championships and Pro Tour 

coverage. 

33 KEY PLAYS 
Another tale of Justice, this one 

from the World Championship. 

33 SINGLE-CARD 
STRATEGIES 

by Jeff Franzmann 

Creatures that don’t want 

to die: Ashen Ghoul and 

Ivory Gargoyle. 

34 A VISIONARY GIFT 
by Michael G. Ryan 

Get the scoop on the Multi- 

verse Gift Box; plus a sneak 

preview of Visions, including 

the preview-card check list. 

COMPENDIU 

thought about before. 

S rm Cauldror 
»torm Cauiaro lots of 0/1 Maggot tokens. 

If you're playing with Bad 

Moon, your 

Maro from Mirage is a great 

creature as long as you have 

a nice supply of cards in Maggots 

your hand, since its power are auto- 

and toughness are each matically 

equal to the number 1/2 token 

you have in your creatures. 

hand. There are 

cards, though, that 

help you keep 

cards in your 

hand. Storm 

Cauldron from 

Alliances makes 

Next turn, you 

can attack with 

them and make 

them even more 

detestable by cast- 

ing Nocturnal Raid 

from Mirage, which 

gives black creatures 

+2/+0 until end of 

turn. 

land go back to 

your hand at 

instant speed each 

time the land is 

tapped—a handy 

effect when you have 

aar of Wond 

f Obedience, and 

a few Maros in play. Te s Imp 

This is the ultimate way to 

limit your opponent's cards. 
Nocturnal Raid Bazaar of Wonders from 

Mirage is an enchant 

world that removes all 

cards in all graveyards 
from the game. In addi- 

Carrion is a black instant 

from Mirage that lets you sac- 

rifice a creature and put into 

play a number of 0/1 black 

Maggot tokens equal to that _ tion, whenever a spell is 

played, it’s countered if a 

card with the same name is 

creature’s power. So block 

with a creature and then cast 

Righteousness on it, giving it 

a +7/+7, or play Howl from 

in play or in any graveyard. 

Now combine that with a 

Helm of Obedience or Mill- 

stone, putting cards from your 

Beyond for a similar effect. 

After combat, sacrifice it for 

Carrion and create lots and opponent'’s library into her 

THE DUELIST 

as a good year for Magic; you got lots of new cool cards 

Alliances and Mirage, and now you’re trying to figure out how 

e heck to play them all. This issue’s ““WotC Picks” concentrates 

n card combos for these two most recent Magic expansions and 

should help you play some of those cards you maybe hadn’t 

graveyard every turn, and your 

opponent's card choices are 

going to be extremely limited, 

especially if you happen to 
mill a Disenchant or Tran- 

quility. In the meantime, 
Teferi’s Imp, also from 

Mirage, is a phasing 1/1 flyer 

that forces you to choose and 

discard a card when it phases 

out and to draw a card when 
it phases in. The Imp will let 

you get rid of the cards you 
can't play (due to the Bazaar) 
and draw new cards. Thus 
your hand will be fresh and 

ready to go while your oppo- 
nent will be stuck with a lot 

of useless cards. And if you 

want to be able to play cards 

that are already in 

your graveyard, you 
may think about 
using Head- 

stone, which 
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removes a target card from 
any graveyard from the game, 

or activating Tormod’s Crypt 

and removing your own 

graveyard from 

the game. 

Gargantuan 

Gorilla, Lode- 

stone Bauble, and 

Binding Agony 

Alliance's Gargantuan 
Gorilla is pretty fear- 

some to start with, 

since it’s a 7/7 creature 

and it carries its own 

personal Arena with it on its 
back (tap to square off against 
target creature and exchange 

damage equal to each crea- 

ture’s power). The Gorilla has 

back, however; it 

requires you to sacrifice a 
forest during your upkeep 
or take 7 damage, but that’s 
why you include Alliance's 

er re 

Goblin Warrens from Fallen Empires is a handy enchant- 
ment to have around in a Goblin deck since you can tap 

2 @ and sacrifice two Goblins to put three 1/1 Goblin 
tokens into play. What most people don’t realize is that 

you can do this during your opponent's attack (or dur- 
ing your attack) and create surprise blockers. If you only 

have two Goblins to block against a horde of creatures, 

for instance, sacrifice them and create three more; then 

sacrifice two Goblin tokens and create three more, and 

then sacrifice... You get the picture. You can keep 

breeding as long as you have the mana. 

GOOD TO THE LAST DROP 

There’s a smart way to sacrifice, and there’s a not-so- 

smart way. Just remember that when you have to sacri- 

fice a card—whether it be a land to Zuran Orb or a 

creature to Fallen Angel—use the card you’re sacrificing 

beforehand. If it’s a creature, attack with it, and if it’s 

a land, tap it for mana. Squeeze out every last bit of 

usefulness you can get. 
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Lodestone Bauble—to get the 

land you sacrifice on top of 

your library. Now enchant one 

of your opponent's creatures 

with Binding Agony from 

Mirage, which deals 1 damage 

to that creature’s controller for 

each 1 damage dealt to the 
enchanted creature. Tap 

your Gorilla to deal 7 

r damage to the creature 

enchanted with Binding 
Agony and deal 7 damage to 
your opponent. For added 

fun, use Howl from Beyond 
and deal as much extra dam- 
age as you have mana to 
pump into it. Or put Regen- 

eration on the creature your 

Gorilla is pounding on, allow- 
ing it to deal 7 damage to 

your opponent turn after turn. 

Phyrexian Vault and 

Ray of Command 

More cards in hand is almost 

always a good thing, and 

Phyrexian Vault from Mirage 

lets you tap 2 and the Vault 

to sacrifice a creature and 

draw a card. That’s a pretty 

hefty price to pay, but when 

you use Ray of Command to 

take control of one of your 
opponent's creatures for a 

turn, the sacrifice becomes 

much easier. 

Harmattan Efreet, Elvish 

Ranger, and Unerring Sling 

Need to kill a creature but 

don’t want to block it and 

risk one of yours? Harmattan 

Efreet from Mirage 

is a blue 2/2 flyer 

that can give 

another creature 

flying until end of 

turn when you tap 

2 @ @. By tapping 

3 and Unerring 

Sling, an artifact from 

Mirage, you can tap a 

creature and have it 

deal damage equal to its 

power to a target attacking 

or blocking flying creature. 

So give your opponent’s 

attacking creature flying with 

Harmattan Efreet, and then 

use the Sling to tap a high- 

powered, cheap creature such 

as Elvish Ranger and have it 

deal damage equal to its 

power to the attacking flyer. 

Hakim, Loreweaver and 

Crown of the Ages 

Already used all your good 

creature enchantments like 

Torture, Immolation, Para- 

lyze, and Weakness? Crown 

of the Ages lets you switch a 

target enchantment from 
one creature to another, but 

if the enchantments are 

already in your graveyard, the 
Crown won't help. Hakim, 

Loreweaver from Mirage, 

however, lets you take a target 
creature enchantment from 

your graveyard and put it on 
the Loreweaver. From there, 

you can transfer it to where 

you want with the Crown. 

Stalking Tiger and 

Goblin War Drums 

Mirage’s Stalking Tiger is a 
3/3 green creature that cannot 

be blocked by more than one 

creature. If you have Goblin 

War Drums in play, your 

attacking creatures can’t be 

blocked by fewer than two 
creatures. So your opponent 
will have no choice but to let 

your Tiger through. Enchant 
it with Firebreathing or Giant 

Strength and it becomes even 

more lethal. 

“WotC Picks & Tricks” was compiled by 
Melody Alder, with contributions from Adam 
Conus, Mischa Donders, Mike Elliott, Garon 
Galloway, Scott McGough, Marc “Sparky” 
Schmalz, and Chris Wilkes. 



by Andrew Finch 

Team-Competition Events 

s Magic 

continues to 

grow asa 

sport, so do 

the various forms of 

competition. As 

player teams keep 

springing up, there’s 

an increasing 

interest in team- 

style competition. 

Here are some 

formats that have 

proven to be 

successful for 

Wizards of the 

Coast. There are 

many team- 

competition 

structures that have 

multiple players in 

the same game, like 

“Emperor Magic” 

(see Duelist #2, 

p.!2) or “Doubles 

Magic.” This article, 

however, covers only 

team competitions 

sporting one-on-one 

duels. 

ILLUSTRATION BY SCOTT KIRSCHNER 

Like any individual competi- 
tion, any Magic tournament 
format (Constructed or Lim- 

ited) can be used. But unlike 

most individual competitions, 
because you have several play- 
ers per team, you can use sev- 
eral formats per event. For 
example, in a three-player 

team event you can have one 
player using a Classic (Type I) 
deck, another using a Standard 
(Type II) deck, and a third 

using a Classic Restricted 
(Type 1.5) deck. The following 
list describes various tourna- 
ment formats and how each 
can be used. 

Team events using a Con- 
structed format should chal- 
lenge the team to work 

together in deck construction. 

So while team events can use 

any of the Constructed formats 
including Classic (Type I), 

Standard (Type II), Classic 

Restricted (Type 1.5), or Alice 

(Ice Age/Alliances), you may 

wish to place deck-construc- 
tion restrictions on the players. 

You might allow only five non- 
basic land cards from each 

expansion, for example, or the 

DCI Restricted List might 

apply to the team as a whole 

(allowing only one Zuran Orb 
per team, for example). 

Team events can also use a 

Limited format with any com- 
bination of cards. In these 

types of events you can have 
several combinations. You 

could have one team member 

playing Alice Sealed Deck, 

another playing Fourth Edition 

and Chronicles, and a third 

playing Fourth Edition, 
Fallen Empires, and Home- 

lands. In this format each 

team member usually gets 

his or her own cards and 

builds his or her own deck. 

But that doesn’t need to 

always be the case. 

Another interesting for- 
mat is to give the team a set 

of sealed cards from which 

decks are built for the entire 

team. For example, you could 
give the team five Ice Age 
starters and five Chronicles 

boosters, from which the team 

can build three decks (one for 

each member). This kind of 

format is ideal for testing 
teamwork in deck construc- 

tion. Team members are forced 

to make some interesting deci- 

sions, such as whether to build 

five equally strong decks or to 
sacrifice two of the decks to 

build three strong ones. 

You can implement varied for- 
mats in a team event by con- 
ducting a combination of 
formats. In a Combined for- 
mat, part of the team can be 

playing one format while the 

other part is playing another. 
For example, you could have 

a five-person team event with 
two members playing Sealed 
and the other three playing 
Constructed. You can even 
go so far as to have each player 
in the event playing a different 
format: Classic, Standard, 

Classic Restricted, Alice 

Sealed Deck, and Fourth 

Edition and Chronicles 

Sealed Deck. 
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You can also have themes for 

deck construction. An Alliances 

theme, for instance, would 

require all decks to include ten 
Alliances cards. Another theme 

is color, where each deck has to 

be mono-color. 

Team events can be run using 
any tournament structure: 

Swiss-style pairings, single- 

elimination, etc. The only dif- 

ference is that you use the 

team’s overall record for 

advancement. Basically, you 

use the individual match 

results in a team event, just as 

you would normally use game 

results for scoring. To help 

ensure that you do not end up 
with several ties each round, 

it’s better to have an odd 

number of team members. 
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Serra Angel 

THE TEMPLE 
OF SERRA 
In Dominaria, when people hear the 
name “Darien’s Roost,” they usually 

don’t think of the small mountain 
town built during the peacemaking 
between Kjeldor and Balduvia; rather, 

they recognize it as Epityr, where the 
temple of Serra with the most com- 
pelling history resides. But the small 

town’s original claim to fame was as 

the first Kjeldoran outpost allowed 
to be constructed in the Karplusan 

Mountains—an ideal trading location 

and whose courage and skill in battle 
helped liberate Epityr that day. 

The uprising in Epityr signaled the 
end of Sheoltun’s occupation of eastern 
Terisiare. The empire had overreached 

itself, and it collapsed within a few 

hundred years. From its ashes a new 
empire has grown, equally militaristic 
and bent on expansion. Today we know 
it as Benalia. 

Now the temple of Serra is a land- 

mark of Epityr, known for its awesome 
beauty. Built at the base of a huge 
sculpture of Serra carved into the 

3 Armageddon I Black Vise 
3 Benalish Hero 3 Feldon’s Cane 
| Crusade 2 Howling Mine 
2 Disenchant 4 Meekstone 
3 Kjeldoran Warrior | Nevinyrral’s Disk 
1 Land Tax 4 Marble Diamond 
4 Mesa Pegasus | Zuran Orb 
2 Pikemen 16 Plains 
3 Serra 2 Sheltered Valley 
3 Swords to Plowshares _| Strip Mine 
2 Mtenda Herder 

for both Kjeldor and Balduvia. 

Over the span of three centuries, 
Darien’s Roost grew into the prosper- 
ous town of Epityr, a place allied solely 

to the descendants of Kjeldor. Eventu- 

ally, however, the powerful Sheoltun 

Empire saw the strategic advantage of 

controlling Epityr and sent emissaries 

demanding that the town surrender to 

their expansionist nation. The people 

of Epityr agreed under duress and were 
forced to model their culture after the 

Sheoltun way of life. 

Finally, after forty years of oppres- 

sion, the song wizard Thabit of Almaaz 

was able to organize a successful rebel- 

lion against the Sheoltuns—a rebellion 
that ended with a miracle. Thabit’s 
magical songs brought forth the Serra 
angels, whose wings blotted out the 
sun during an entire day of fighting 
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mountain face, the structure accommo- 

dates dozens of priests and priestesses 
and is visited by thousands of wor- 

shipers each year. It is one of the most 
active worship sites to Serra in all of 
Dominaria, and it is widely believed 

that if Epityr is ever truly threatened, 
Serra herself will appear with all her 
angels and defeat the enemies of those 
under her care. © —Scott Hungerford 

PLAYING WITH 
SERRA ANGEL 
“Faster, Pussycat! Kill! Kill!” is a deck 

designed to annoy your opponent. It’s 
basically a banding, white weenie deck 
with Serra Angels that also uses land 

destruction and recycling to hold out 

long after normal decks give up. It 
should even last quite a long time 
against tournament decks. 

Here’s how it works: 
1. Get out a Serra Angel. 
2. Keep extra land in your hand; then 

cast Armageddon. 
3. Keep putting out creatures and use 

banding to keep them alive. 
4. When your deck looks slim, use 

Feldon’s Cane to recycle it all. 

As long as you're aggressive from the 
start, this deck should keep your oppo- 
nent under pressure. If you don’t win 

quickly, just hang on and keep play- 

ing—the deck is also good at stalling. 
You will eventually run your opponent 

out of cards or else stall your opponent 

into absolute frustration! —Jon Wilkie 

FROM THE 
PAINTBRUSH 
I’ve always been interested in depict- 
ing the powers of heaven and hell, so 
it was only natural that I chose the 
Serra Angel to paint. Whereas 

demons are usually depicted as huge 
and grotesque, angels are seen as 

serene, beautiful creations, command- 

ing respect without ever having to 
demonstrate their ability. 

When I painted the Serra Angel, I 
chose to explore the specific dichotomy 

of power and grace all rolled into one. 

She assumes a feminine form: powerful 
and willing to prove it through her 

sword of justice, but graceful enough 
that she doesn't need to wear armor. I 

also enjoy painting clothing that has a 

sense of asymmetry, so I gave her only 

one sleeve. 
There’s a rumor that when the Serra 

Angel was created, she was supposed to 

be “serrated” and therefore covered 
with sharp blades. When I was 
assigned the illustration, she was only 
called “Angel”; the “Serra” part of her 
name didn’t get added until later. 

—Douglas Shuler 
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game with the best magic system in gaming. Find 

out why, when Atlas Games brings you to a new 

level with the fourth edition rulebook. Learn the 
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Magic 
Rulings 

g GENERAL RULINGS 

¥ The following rulings are meant 

% to clarify the rulebook and how the 
S game works. 

nary of Recent, 
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A Summary oT 
g c fe ri re) se 

Signiricant Mmulings 

.-] compiled by Tom Wylie 
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1) My opponent enchants my Kjeldo- 

ran Dead with False Demise and 

then Incinerates it. 1 also have a 

Soul Net in play. Since it’s my oppo- 

nent’s turn, the False Demise will be 

triggered before Soul Net, but when 

do | sacrifice a creature? 

You sacrifice a creature after False 

Demise’s effect resolves but before 

Soul Net’s effect does. If the resolu- 

tion of a triggered effect causes new 

effects to be triggered, the new 

effects are resolved before any 

other triggered effects. In 

this example, the Dead’s 

“when it comes into play, 

sacrifice a creature” effect 

would resolve before the 

Soul Net’s effect could be 

used, as it is triggered during 

the resolution of the False 

Demise effect. 

2) Assuming | choose to discard a card 

when my Balduvian Hordes comes 

into play, can | take advantage of 

Library of Leng to discard that card 

onto my library? 

Yes. Discards that are part of an 

effect resolution are considered 

forced, even if you are allowed to do 

something instead of discarding. 

Because you don’t discard a card for 

the Hordes until they resolve (come 

into play), you are considered to be 

forced to discard the card, even 

though you can bury the 

Hordes instead. 
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REVERSALS 
The following rulings reverse past 

rulings from the rules team and/or 

netreps. 

3) If my Nafs Asp damages my 

opponent in combat, how many 

times can it damage my opponent? 

The Asp’s effect will continue to 

damage your opponent until he or 
she pays @ to stop the effect, even 

if the Asp leaves play. This is 
because the characteristics of the 

effect (including its color and the 

fact that it “cascades”) are locked in 

when the Asp’s damage is dealt. 

4) Does Copy Artifact remain blue 

when it comes into play? 

No. A copy card copies the 

color of its target unless 

the text indicates other- 

wise. Thus, Copy Artifact 

typically becomes colorless 

when it comes into play. 

CARD ERRATA 

The following rulings involve card 

errata and slightly new readings 

of cards. 

5) Why is Dance of Many’s target 

chosen when the enchantment 

comes into play instead of when 

the enchantment is played? 

It is chosen when the enchantment 

is played. 

6) If Titania’s Song leaves play while 

Stasis is in play, do the artifacts 

ever stop being creatures? 

If Titania’s Song leaves play, its 

effects only last until the end of 
the turn. 

7) Shouldn’t Daring Apprentice’s 

ability say, “Play this ability as 

an interrupt”? 

Yes. 



SPECIFIC CARD 
RULINGS 

8) Suppose my Sheltered Valley is 

enchanted with Phantasmal Ter- 

rain and | put another Sheltered 

Valley into play. If the enchant- 

ment is removed, does either 

Valley get buried? 

No. If a Sheltered Valley is 

converted to another land type 

and then reverts to being a Shel- 

tered Valley, it is not considered 

to be “coming into play,” so it 

will not bury any other Shel- 

tered Valleys you might control. 

(The similar rule that governs 

legendary lands does not apply 
to Sheltered Valley.) 

9) When | cast Mind Warp on my 

opponent, who chooses the 

order that the cards go into the 

graveyard? 

Your opponent chooses. 

10) If my opponent plays Brain- 

storm while Zur’s Weirding is in 

play and puts one of the cards 

drawn back onto his or her 

library, can | pay 2 life to force 

the card to be discarded? 

You can pay the life, but since 

the card is no longer in your 

opponent's hand it won't be 

discarded. 

11) Can | sacrifice one copy of Oath 

of Lim-Dal to another? 

Yes. Essentially, “You cannot 

sacrifice Oath of Lim-Dal in 

this way” should be read as 

“...to itself.” 

ow that you’ve had a 

d the rules for Mirage’s two 

, flanking and phasing, all 

for great combinations are 

starting to pile up in the back of your 

mind. But are you sure those strategies 
will work? 

Flanking is by far the easier of the two 

new abilities to understand. Basically, if you 

attack with a creature with flanking and 

your opponent assigns anything other than 
another creature with flanking to block it, 

the blocker gets -1/-I until the end of the 
turn. 

Sounds simple enough, but here are 

some tidbits you’ll want to think 

about: 

The -1I/-1 is not 

damage. It’s not even 

a targeted effect. So 
protection from the 

flanker’s color or from a 

card like Indestructible 

Aura won’t help. 

The blocker actually has 

to be assigned to block the 

flanker. If a flanker is in a 

band with another 

attacking creature, the 

defending player can 

assign his or her creature to block the 

other attacking creature, and the flanker 

won’t do anything to the blocker. Even 

though blocking one creature in the band 

still blocks the whole band, flanking 

depends on blocker assignment, and the 

assignment doesn’t actually carry over to 

the other members of the band. 

The application of the -1/-1 is resolved 

when the block is declared, and if one of 

the flankers loses flanking after the block 

is declared, the blocker still gets -1/-1. Also, 

even if the -1 toughness kills the blocking 
creatures, the attacking creature is still 

considered to have been blocked. 

That was the easy part. Now let’s talk 

about phasing. 

The Ins and Outs of Phasing 
Phasing sounds really simple on the sur- 

face: “Phasing causes permanents to enter 

and leave play on their own.” The easiest 

ON THE LINE WwiTtH 

Customer Service 

thing about phasing is that permanents 

with phasing leave play if they were in play, 

or enter play if they were out of play, at 

the beginning of your untap phase (for 

your permanents) and at the beginning of 

your opponent’s untap phase (for your 

opponent’s permanents). 

It also involves permanents leaving play, 

but that part’s fairly simple: enchant- 

ments, counters, and permanent effects 

(such as having been Laced or Hacked or 
Sleighted) remain on the card, even though 

it’s out of play. But anything that relies on 

that card’s being in play (such as the Sea 

Serpent looking for islands) immediately 

ends when the phasing permanent 

leaves play. (So you’d 

my, lose your Sea Ser- 

pent if your last 

island phased out of 

play.) And, as always, 

if there’s an “at end of 

turn” effect waiting to 

resolve on a creature 

that’s out of play, it just 

doesn’t happen. 

Now you know what 

happens when a perma- lanking 
and Phasing nent phases out. Still 

with us? Then let’s talk 

about when a permanent phases in. 

If a permanent was phased out at the 

beginning of its controller’s untap phase, it 

phases back in immediately, in whatever 

state it was in when it left play. So if your 

phasing artifact was tapped when it left 

play at the beginning of your last untap 

phase, it comes back into play tapped at 

the beginning of your next untap phase 

and will then untap. 

Now here’s the part where you'll prob- 

ably want to be sitting down: If a perma- 

nent phases into play, it isn’t treated as 

though it just came into play. That is, you 

wouldn’t choose a new creature for a Vesu- 

van Doppelganger to copy, you wouldn’t 

have to sacrifice another swamp to a Lake 
of the Dead, and a Polar Kraken wouldn’t 

come into play tapped. Note that that’s 

only if your permanent phased out of play. 

And even better, creatures that phase into 

play won’t have summoning sickness! 

As usual, if you have any questions about these rules—or any rules for any of 

Wizards of the Coast’s games—call Wizards Customer Service at (206) 624-0933, 

M-F, 9 a.m.—6 p.m. (PST), or by sending email to <questions@wizards.com>. 
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Deck Clinic 
by Henry Stern and Charlie Catino 

In this issue’s installment 

of “Deck Clinic,” the 

patient is a mono-green 

creature deck from Andy 

Spina of Lake Orion, MI. 

If you’d like to see your 

deck tuned in “Deck 

Clinic,” send a list of the 

deck’s contents and a 

description of the deck to 

“Deck Clinic,” c/o The 

Duelist, P.O. Box 707, 

Renton, WA 98057, or to 

<duelist @wizards.com>. 
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HENRY 
n tuning “Green Machine,” 

I stuck to the theme of an 
all-green, Standard-legal 

(Type II-legal) deck. How- 

ever, a number of significant 

changes were made. 
All Creatures Great and 

Small. The heart and soul of 
any green deck is its creatures. 
“Green Machine” has a fatal 
design flaw in its creature mix, 
with fourteen 1/1 elf-like 
creatures, two medium-sized 

critters, and eight big guns. 
It’s designed to win by getting 
out a Craw Wurm or Scaled 
Wurm quickly and, ideally, 
winning with it, but the prob- 

lem with this type of strategy 
is that those 1/1 creatures can 
be ignored or, even worse, 

held off by a lone Tundra 
Wolf or Mishra’s Factory. 

Once you get around to 
casting your big creature, it 

can often be easily dealt with 
by Terror or Swords to Plow- 
shares. And it gets even worse 
if your opponent has spells 
capable of destroying many 
creatures at once, such as 

Wrath of God or Nevinyrral’s 
Disk. Plus, with just nineteen 

land cards in the deck, if your 
opponent does manage to 
wipe out all of your mana- 
producing creatures, it could 
be a long time before you can 
cast one of your big guns. 
The solution? Use creatures 

with a variety of casting costs, 
including several that are solid 
offensive threats. Six mana 
elves is about the right num- 
ber for this type of deck, as 
you want to be sure you get 

one in your opening draw. In 
keeping with the concepts 
discussed above, I have 
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removed all of the Druids 
from the deck as well as the 

Birds of Paradise. (Of course, 

in a mono-green deck, those 
two Birds of Paradise should 
have been elves anyway). 
These have been replaced 
with a number of flexible 
creatures, including Scavenger 
Folk, Elvish Archers, and 

Woolly Spiders. 
“Green Machine” also had 

eight Wurms that cost six or 

more mana to cast. These have 
been replaced by upping the 
number of Erhnams to four 
and adding four Yavimaya 
Ants, two Lhurgoyf, and one 
Kaysa. As I’ve mentioned in 
previous “Deck Clinic” arti- 
cles, if you have green in your 

deck and are using creatures, 

then you should probably have 
four Erhnam Djinns. At 4/5 
for just four mana, Erhnam 
Djinn is one of the most effi- 
cient creatures in the game. 
Yavimaya Ants are simply 
incredible for mono-green 
decks: since they can attack on 

the turn they come into play, 

you can often catch your 
opponent unprepared. 

There is nothing better 
than to attack with your Ants, 
have your opponent block 
with, say, a Black Knight, and 

then watch him cringe when 
you cast Giant Growth, 
killing his creature and doing 
6 points of trample damage. 
And unlike Ball Lightning, 

the Ants can come back again 
and again. Two Lhurgoyfs 
round out the creature mix. 
While not especially strong in 

the beginning of the game, in 
a deck with this many crea- 
tures, those two Lhurgoyfs 
will often get huge. Kaysa is a 
walking Crusade for green, 
but its Legend status and 
casting cost preclude using 
more in the deck. 

Minimal Spells. Since 
“Green Machine” has so many 
creatures, there isn’t much 

room left for spells. Thus, you 
want the spells you do use to 

be effective. The original deck 
used two Giant Growths, 

three Fanatical Fevers, and one 

Stampede. In general, Giant 

Growth is the most effective 
of these spells, and I wouldn't 

use either of the other two 
until I already had four Giant 
Growths. The new deck only 
has room for three. Also, since 

“Green Machine” can do a lot 
of damage early, Hurricane 
becomes a great closing spell. 
(It’s also one of your best 
weapons against flyers.) The 
two Sylvan Librarys also can 
be used to make sure your next 
draw is a good one. Don't be 
afraid to pay the 4 life for the 
extra card if your opponent is 
playing a slow deck; and 
remember that since the 

Thawing Glaciers allows you 
to shuffle your library, you 
can look at three new cards 
every turn. 

More Land Yet Again. 

Once again, Charlie and I 
are faced with a deck with 
too little land. Even though 

the Elves, Druids, and Wild 

Growths can provide mana, 

they are not land. Also, as 
a general principle, most 
mono-color decks should 
use Mishra’s Factory as a 
defense against creature mass- 
destruction effects. Finally, 
the new deck uses three 
Thawing Glaciers. In a mono- 
color deck, the Glaciers essen- 

tially allow you to Land Tax 
for one card every other turn. 
As long as your opponent isn't 
using global land-nuke spells 
like Armageddon or Jokul- 
haups, you should use the 
Glaciers to get every Forest 
out of your deck. If your 
opponent does use Armaged- 
don, you should still use the 
Glaciers to get enough land to 
cast all of your spells, but save 
a few of these until after your 
opponent casts Armageddon. 
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CHARLIE 
his issue’s patient, 

“Green Machine,” is a 

very straightforward 

deck: its strengths and 
weaknesses are readily appar- 

ent and quite extreme. Its 

obvious strengths are: 

Lots of creatures. This 

deck is able to play so many 

creatures that it will probably 
overwhelm the creature 

destruction of other decks. 

Big creatures. The deck has 
big creatures, which other 

decks can find hard to handle 

with direct damage or with 
their creatures. 

Speed. The deck can get 
lots of creatures out quickly 

with all of its fast mana, and it 

can get its big creatures out 

very quickly. 

Its obvious weaknesses are: 

Lots of creatures, part 1. 

The deck relies on/y on crea- 

tures to kill the opponent. 

Lots of creatures, part 2. 

The deck is very susceptible 
to mass creature-destruction. 

Big creatures. Although 

the deck has big creatures, it 

doesn’t have very many of 

them. Not only is a player 

using this deck vulnerable to 

not drawing enough big crea- 

tures, but those he or she does 

get into play might be killed. 

In some ways decks with 

such clear-cut strengths and 

weakness can be fixed some- 

what differently than other 

decks. For example, in the 

past if a deck was susceptible 

to mass creature-destruction 

I would advise players to put 

in cards that either prevented 

mass destruction from work- 

ing well or that helped them 

to recover quickly from it. 

With this deck, however, our 

goal is different: we want to 

cast so many creatures so 

quickly that we kill our 

opponent before she can 

play her mass-destruction 

spells. We'll put in so many ILLUSTRATION BY SCOTT KIRSCHNER 

creatures—and so many dig 

creatures—that even if your 

opponent can exploit your 

weaknesses, she won't be able 

to do so quickly enough, and 
you'll be able to recover 

quickly. 

Fast Mana: No Need. 

The original deck had a ton 
of fast mana but not many 

big creatures or spells to be 
cast with it. So I removed 

some of the fast mana: Ley 
Druids and Wild Growths 

(which are only good if you 
get them in combo and are 
vulnerable to the very popu- 

lar Strip Mine). Since I still 

wanted plenty of fast mana I 
put in a couple of Nature’s 
Lores, which I like because 

they are cheap (you only lose 
one mana the turn you play 

them) and because they help 
decrease the ratio of lands in 
your library: after you play 
one, each time you draw a 

card it is slightly more likely 
to be a creature. 

I cut most of the big green 

creatures in “Green Machine” 
so that I could add other green 

creatures. Just because a deck 

does one thing particularly 
well (such as getting out big 
creatures quickly) doesn’t 

mean it shouldn't do other 

things too. The best way to 

increase this deck’s versatility 

was to put in a variety of big 
creatures that cost from two to 

six mana, so I added Spectral 

Bears, more Erhnam Djinns, 

Yavimaya Ants, Lhurgoyfs, 
Deadly Insects, a Yavimaya 

Ancient, a Folk of the Pine, 

an Elvish Bard, a Kaysa, a 

Johtull Wurm, a Craw Wurm, 

an Autumn Willow, and a 

Force of Nature. These are all 

big green creatures that are 

hard for opponents to handle 

and that have useful special 
abilities. This huge variety of 

creatures combined with the 
sheer size of them makes a 

combination I hope your 
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The other things I added 

were a couple of Giant 
Growths and a Bounty of the 

Hunt. I would rather improve 
the creature content of the 

deck with cards like these than 
with more vulnerable cards 

like Aspect of Wolf. Also, I 
usually like to put one “pitch 

card” in a deck because it 

helps make use of cards that 

might not be useful otherwise. 

Add Anti-Flying Cards. 
There were not quite enough 
anti-flying cards in the deck, 

so I added Winter Blast, 

which is good against flying 

and which also helps your 

deck deliver the finishing 
blow. I added one Tranquility 

in order to get rid of Control 
Magic, CoP: Green, and 

Pestilence. 

THE DUELIST 
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Lastly, I added a Skull 

Catapult. When your deck 
has a lot of creatures, Skull 

Catapult helps in four ways: 
1) if your opponent tries to 

kill one of your creatures 

with direct damage you can 
respond by sacrificing the 

creature and dealing 2 dam- 

age; 2) if your opponent can 

cast enough creatures to stall 
your attacks, Skull Catapult 

helps you to break the stale- 

mate or even win slowly, 

even if you cannot attack; 
3) it gives you something to 

do with the Elves you draw 

in the middle and end of the 
game; and 4) it makes Lhur- 

goyfs more powerful. 

Henry Stern liked doing “Deck Clinic” 

so much that he moved to Renton 

and joined Charlie Catino on WotC’s 

Research and Development team. 
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STRIP MINE 

Restricted in 

Standard (Type Il) 

Restricting Strip Mine 
(Fourth Edition) echoes 

the DCI’s Black Vise 

decision earlier this year: 

Strip Mine is so gener- 

ally effective that an 

overwhelming majority 
a? \ 

of tournament players 

include it in their decks, 

regardless of the deck’s 

theme or purpose. Its 

tremendous ability to 

provide an early game 
swing—not to mention 

the fact that it cannot be 

countered—makes the 

card too attractive to 

ignore. 

HYMN TO TOURACH 

Restricted in 

Standard (Type Il) 

Hymn to Tourach (Fallen 

Empires) has been the cen- 

ter of more controversy 

than any other single card 

in the later half of the 

1995-96 tournament 

season. Competitors 

began to suggest its 

restriction shortly after 

the first Pro Tour event 

30 DECEMBER 1996 

in New York, primarily 

because the card was seen 

by many as the corner- 

stone of the popular and 

successful “Necrodeck.” 

Many DCI members 

expected its restriction on 

June 1 but were surprised 

when the DCI decided to 

restrict Land Tax but not 

Hymn to Tourach. 

DCI explained that, at 

that time, it lacked suffi- 

cient data on Hymn’s true 

influence in the Standard 

(Type II) tournament 

environment. Necrodecks 

had barely started to 
dominate tournaments, 

and Alliances had not yet 

been released, giving rise 

to the possibility that new 

card combinations and 

deck designs would 

emerge to challenge 
Necrodecks. Moreover, 

the actual cause of Necro’s 

success was still open to 

speculation: Some com- 

petitors claimed it was the 

result of several other 

cards, while others theo- 

rized that it was due to 

the sheer number of com- 

petitors (particularly top- 

THE DUELIST 

Official Changes to the 
Banned and Restricted Lists 

The DCI notifies its members of changes in the Classic (Type !) and 

Ei Standard (Type Il) Banned and Restricted Lists on specific dates each 

Ba calendar year. For Classic, those dates are March | and September |; for 

Standard, the dates are March |, June |, September |, and December |. 

ranked players) who 

used the deck. 

The conclusion of the 

1995-96 season and the 

release of Alliances gives 

the DCI more informa- 

tion on which to base 

a decision. Hymn to 

Tourach’s impact is more 

readily visible: One need 
only recall the semifinals 

match at the 96 U.S. 

Nationals between Dennis 

Bentley and Matt Place 

to witness the Hymn’s 

early-game-swing advan- 
tage, as well as its strong 

ability to stifle new deck- 

construction ideas. 

FASTBOND 

Restricted in 

Classic (Type }) 

Fastbond (Revised) has 

occupied a spot on the 
DCI’s “most watched” list 

for some time. Fastbond is 

similar to Channel in its 

ability to create grossly 

overpowered, game-win- 

ning combinations. This 

is most obvious when 

Fastbond is used in con- 

junction with Storm 

Cauldron, effectively 

creating a Channel for 

colored mana, with 

preventable damage. 
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668 cot the card, I got the card! I 

can't believe it!” said Tom 

Chanpheng following the 

awards ceremony where he was 

presented the one-of-a-kind 1996 

World Champion Magic card and 
trophy, as well as the winner's share 

of $26,000. Chanpheng, a little- 

known 19-year-old student from 

Brisbane, Australia, had just swept 

1995 World Championships semi- 

finalist and 1995 U.S. Nationals 

Champion Mark Justice of West 

Valley City, Utah, 3-0, in the finals 

of the 1996 Magic: The Gathering 
World Championships. 

It seemed like Chanpheng could 

do no wrong. Take, for instance, 

the crucial (and back-breaking) 

second game during the finals. 

After winning the first duel, Chan- 

pheng, playing a white-weenie deck 

against Justice’s red/black Necro- 
deck, had mana problems (due in 

no small part to several Strip Mines 
on Justice’s part, which stripped 

away his first two plains). With no 

colored mana available, Justice 

pounded on Chanpheng with a 

couple of Black Knights until the 
life totals stood at 22-5. 

With Balance in his hand, Chan- 

pheng finally drew his third plains 
of the game, laid it down, and cast 

Balance, wiping out Justice’s crea- 

tures and all of his lands. “I was 

about to concede. I thought I had 

no chance, but I drew the right 

cards,” Chanpheng said. 

In response to Balance, Justice 

executed a bizarre move—he cast 

two Demonic Consultations simul- 

taneously, both for Dark Rituals. 

(See “Key Plays,” p. 33.) 

What ended up happening, 



however, was that Justice didn’t get the 

second Dark Ritual until he'd removed 

all but four cards from his library. With 

his land gone and no way of winning 

within four turns, Justice conceded two 

turns later. 

For all of the second game’s sus- 

pense, the third game was quite anticli- 

mactic. Justice drew only one swamp 

while Chanpheng got his deck rolling, 

throwing out five White Knights and 

Order of Leitburs. The game lasted all 

of seven turns. 

Rade Wins Pro Tour 
‘Player of the Year’ 

s a way to determine the most 

proficient Player of the Year, Wiz- 

ards of the Coast officials have 

devised a point-scoring system 

that allows Pro Tour players to chart 

their progress throughout the year. At 

the close of the World Championships, 

all Player of the Year points for the past 

season are added up, and a Pro Tour 
Player of the Year is crowned. 

Olle Rade, a 17-year-old student 

from Goteborg, Sweden, earned the 

1995-96 Pro Tour Player of the Year 

award based on his outstanding perfor- 

mances at just two of the four stops on 

this year’s schedule. Rade’s prize 

includes round-trip airfare and hotel 

accommodations to all five stops on the 

1996-97 Pro Tour circuit. 

Asked what he plans to do with his 

combined prize winnings ($31,000), 

Rade just shrugged his shoulders. 

“T haven't really decided. I still 

live at home, so maybe I'll 

go out and buy an 

apartment or 

something— 

when I’m 

allowed to, 

that is.” 

DCI Banned & Restricted Lists 

£™ List, even though they may not be available in Fourth Edition. 
@ Cards from the original basic set are included in the Type I Banned 

Classic (Type 1!) 
Restricted 
Ancestral Recall 

Balance 

Berserk 

Black Lotus 

Braingeyser 

Candelabra of Tawnos 

Copy Artifact 

Demonic Tutor 

Fastbond 

Feldon’s Cane 

Fork 

Ivory Tower 

Library of Alexandria 

Maze of Ith 

Mirror Universe 

Mishra’s Workshop 

Mox Emerald 

Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 

Recall 

Regrowth 

Sol Ring 

Timetwister 

Time Walk 

Underworld Dreams 

Wheel of Fortune 

Zuran Orb 

Classic (Type I) 
Banned 
Amulet of Quoz 

Bronze Tablet 

Channel 

Chaos Orb 

Contract from Below 

Darkpact 

Demonic Attorney 

Divine Intervention 

Falling Star 

Jeweled Bird 

Mind Twist 

Rebirth 

Shahrazad 

Tempest Efreet 

Timmerian Fiends 

Standard (Type Il) 

Restricted 

Balance 

Black Vise 

Hymn to Tourach 

Ivory Tower 

Land Tax 

Strip Mine 

Zuran Orb 

Standard (Type Ill) 
Banned 
Amulet of Quoz 

Ancestral Recall 

Atog 

Badlands 

Basalt Monolith 

Bayou 

Berserk 

Black Lotus 

Blaze of Glory 

Braingeyser 

Bronze Tablet 

Camouflage 

Chaos Orb 

Channel 

Clone 

Consecrate Land 

Contract from Below 

Copper Tablet 

Copy Artifact 

Cyclopean Tomb 

Darkpact 

Demonic Attorney 

Demonic Hordes 

Demonic Tutor 

Dwarven Demolition Team 

Dwarven Weaponsmith 

Earthbind 

False Orders 

Falling Star 

Farmstead 

Fastbond 

Forcefield 

Fork 

Gauntlet of Might 

Granite Gargoyle 

Guardian Angel 

Ice Storm 

Illusionary Mask 

Invisibility 

Jade Statue 

Jandor’s Ring 

Juggernaut 

Kird Ape 

Kudzu 

Lance 

Lich 

Living Wall 

Mijae Djinn 

Mind Twist 

Mox Emerald 

Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 

Natural Selection 

Nettling Imp 

Plateau 

Psionic Blast 

Raging River 

Rebirth 

Reconstruction 
Regrowth 

Resurrection 

Reverse Polarity 

Roc of Kher Ridges 

Rock Hydra 

Rocket Launcher 

Sacrifice 

Savannah 

Scrubland 

Sedge Troll 

Serendib Efreet 

Shatterstorm 

Sinkhole 

Sol Ring 

Taiga 

Tempest Efreet 

Timetwister 

Time Vault 

Time Walk 

Timmerian Fiends 

Tropical Island 

Tundra 

Two-Headed Giant of Foriys 

Underground Sea 

Vesuvan Doppelganger 

Veteran Bodyguard 

Volcanic island 

Wheel of Fortune 

Word of Command 
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Now available worldwide. If your favorite store does not carry Monty Python 

and the Holy Grail™ Collectible Card Game, tell him to order it before you 

are forced to say “Ni” to him. om 

Monty Python and the Holy Grail™ Collectible Berkeley South 
Card Game is available from any of the follow- Chessex East 

ing distributors (and many others). If one is Chessex Midwest 

currently out of stock, please contact another. Chessex Southwest 

Hobby Game Distributors 
The Armory Liberty 

Berkeley North Wargames West 

© Copyright 1996 Kenzer and Company. All rights reserved. Movie Stills © Copyright 1974 National Film Trustee 
Company Limited. All rights reserved. Monty Python and the Holy Grail is a trademark of Python (Monty) Pictures, 
Limited. The Kenzer and Company logo is a trademark of Kenzer and Company. 
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Subscribe to The Duelist”, 

and you too can pick up all 

the latest info about the 

trading card game industry. 

In every issue you'll find 

FAQs, product previews, art- 

work, and gaming strategies. 

Don’t get caught without 

your own copy; send in the 

subscription card today. 

To order with a credit card, call 

1-800-395-7760 
Mon-Fri, 9-5 (PST) 
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compiled by 
Jeff J. Linn 

Close matches are 

often decided when 

one player makes a 

critical move, a key 

play that tips the 

balance of a game. 

Sometimes it’s a 

crucial error, like a 

spell cast too soon 

or a miscalculated 

declaration of blockers. 

Sometimes it’s just a 

shrewd maneuver, like 

a well-played bluff or 

an obscure timing 

trick. Whatever the 

particular key play is, 

it decides the game 

and becomes the 

subject of debate for 

the rest of the 

tournament. This 

issue’s key play 

occurred in the second 

game of the finals at 

the 1996 Magic World 

Championships, in a 

match-up between 

former U.S. Champion 

Mark Justice and 

Australian team 

member (and now 

1996 World Champion) 

Tom Chanpheng. 

If you see or hear about a 
particularly interesting key 

play, write to us about it 

at “Key Plays,” c/o The 

Duelist, RO. Box 707, 
Renton, WA 98057, or 

<duelist@wizards.com>. 

Key Plays 
FTER WINNING THE FIRST DUEL, Chanpheng, 

playing a white weenie deck against Justice’s red/black 

Necrodeck, had mana problems (due in no small part to 

several Strip Mines of Justice’s, which stripped away his 

first two plains). With no colored mana available, Justice 

pounded Chanpheng with a couple of Black Knights until the 

life totals stood at 22-5. Chanpheng would stave off death for 

several turns, however, with a Zuran Orb and by drawing a 

Mishra’s Factory and a Strip Mine at just the right time. 

With Balance in his hand, Chanpheng finally drew his 

third plains of the game, laid it down, and cast Balance, wip- 

ing out both of Justice’s creatures and all of his lands. “I was 

about to concede. I thought I had no chance, but I drew the 

right cards,” Chanpheng said later. “I drew Strip Mine to 

animate my Mishra’s Factory. I drew another one and really 

needed the plains, and I drew the plains.” 

In response to Balance, Justice executed a bizarre move: he 

cast two Demonic Consultations simultaneously, both for 

Dark Rituals. “I felt if I could draw the Dark Rituals, I could 

get out Ihsan’s Shade and it'd be the game because he had 

nothing that could take care of an Ihsan’s Shade,” Justice 

explained. “I knew I still had to have a land [to cast Ihsan’s 

Shade], but I figured I'd get the two Dark Rituals, and I'd 

draw a land within one or two or maybe three turns.” 

What ended up happening, however, was that Justice 

didn’t get the second Dark Ritual until he’d removed all but 

four cards from his library. With his land gone and no way 

of winning within four turns, Justice conceded two turns 

later. “There was a lot of suspense,” said Chanpheng. 

“(While Justice was using his Demonic Consultation] it was 
like he had a gun to my head.” 

“T didn’t expect it [the second Dark Ritual] to be at the 

bottom of the deck because there were four Dark Rituals left 

[when I Consulted],” Justice said. “I felt that I had 

to win right then because I only had half my 

mana remaining in my deck, and he had a lot 

because he hadn't been drawing any. I was really 

low on creatures—I only had three Black 

Knights and four Hypnotic Specters [in the 

deck]—and two of them had just got “Bal- 
anced” away. I had two Ihsan’s Shades, so I was 

thinking, ‘If I just go one by one by one, he’s 

going to beat me,’ and I bet you he would have. 

“What I should’ve done—if I was going to 

go kooky and take a chance like that—is Consult 

for a Strip Mine three turns earlier, stripped the Mishra’s 

Factories, hit him—boom, he’s dead. But two Strip Mines 

were already gone, so the odds were one in thirty-six that 

both Strip Mines would be in the first six. 

“It was a judgment call, and I made the wrong call. 

It happens. If it goes off right, I look like a genius. If it 

doesn't, well...” 

_ Single-Card Strategies 
CDJEFF FRANZMANN 

worry 
Gargoyle 

The gremlin stalked 
off, insulted, to explore 

the darkened corners 

of the rooftop obser- 
vatory.A pale red glow 

in one corner caught 

its attention, and it 

hopped off to investi- 

gate.As Canticle con- 

tinued his examination 

of the skull, the gremlin found, buried 

beneath the clutter, an lvory Gargoyle. 

nce in play, Ivory Gargoyle is 
nearly impossible for your 

opponent to destroy without 
using Disintegrate, Swords to Plow- 
shares, or Exile, since it bounces from 

the graveyard back to your hand. 
This means that you can count on 
it to stick around. 
To make Ivory Gargoyle a recurring 

nightmare for your opponent, you 
simply need to combine a little 
thought with the willingness to make 

sacrifices. Even Jokulhaups, which 
destroys all lands, creatures, and arti- 

facts, can’t get rid of it for good. Most 
likely, this means that you'll be con- 

trolling the most powerful creature in 
play for some time as you and your 

opponent rebuild your resources. 

Nevinyrral’s Disk and Armageddon, 
when used together, will produce the 

same effect. Similarly, cast Balance 

when your opponent has no creatures 
in play. First, attack with your Gar- 

goyle; then tap enough land to cast 
Balance, sack all of your land to a 

Zuran Orb, and watch Balance take 

its toll. The Ivory Gargoyle, of course, 
will come back into play. Wrath of 

God serves a similar purpose, espe- 
cially if your opponent has several 
creatures in play and the only ones 

you have are Ivory Gargoyles. lvory 
Gargoyle also works wonderfully as a 
victim for Pox or as food for Lord of 
the Pit or Fallen Angel. 

An angry red glow pulsated in the gar- 

goyle’s eye, and the gremlin scrambled 

under the table where Canticle was work- 
__ ing. The necromancer shook his head in 

disgust. “‘] should have taken the cat.” 
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_ Single-Card Strategies 
CEJEFF FRANZMANN 

PASE 
Lrih are 

A gremlin sat atop 

Canticle’s desk, stick- 
ing its spindly finger 

into the eye socket of 

a skull. The necro- 

mancer shooed it 
away, and the gremlin 

retreated. Normally, 

Canticle was not 

nearly so abrupt, but it 

wasn't often that he had the opportunity to 

fathom, the mysteries of the Ashen Ghoul. 

WM shen Ghoul can attack on the 
qh: it comes into play, so a Dark 

i Ritual in the opening hand can 
let you deal a relatively large amount of 
damage early in the game. In addition, 
if you know your opponent is going to 
interrupt your attack by tapping or 
Unsummoning a creature, you can 
summon your Ashen Ghoul and declare 

your attack all over again. 
While powerful, this ability is not 

nearly as versatile as its ability to 
come back from the grave. If Krovikan 
Horror from Alliances is in play, for 
example, you can attack with Ashen 

Ghoul, sacrifice it to Krovikan Horror to 

deal additional damage, and then bring 
another Ghoul back from the graveyard 
to perform the same operation. 
In decks that make heavy use of sacri- 

fice, Ashen Ghoul’s recursion ability is 
even more effective. You can power a 
Fallen Angel by recycling Ashen Ghouls, 
produce tremendous amounts of generic _ 
mana with Ashnod’s Altar, and make bet- 2 
ter use of Soldevi Adnate when the crea- 
tures it destroys can come back. Also, if 

you have a swamp in hand and enough 
Ghouls in the graveyard to begin the 
recycling process, cast Jokulhaups and 
clear the playing field. During your next 
upkeep you'll be able to bring back a 
Ghoul. This tactic also works with Bal- 
ance and Wrath of God, and it gets even 
better when you sacrifice Ashen Ghoul 
to a card like Skull Catapult in response 
to their casting. 

One of the biggest threats to Ashen 
Ghoul is Swords to Plowshares, since it 

removes the creature from the game. 
But you can use Despotic Scepter in 
response to the Swords to bury the 
Ghoul or, better yet, to sacrifice it. 
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eon siti 
ust in case you don't get to search 

the world much, Wizards of the 

Coast has done the legwork for 
you and brought the results 

together in the Magic: The Gathering 
Multiverse Gift Box. Never been to 

France? Baron Sengir has, and he just 
might crop up in your French Homelands 

booster. Ever seen a Phelddagrif over 
Italy? Well, you might, in your Italian 
Alliances booster. Nicol Bolas might be 

waiting for you in your Japanese Chronicles, 
Killer Bees might swarm from your 

German Renaissance booster. And to 

round out your globe-trotting experience, 

from Jamuraa we have.... 

Jamuraa? 

Yep. And it’s not a mirage, either—it’s 
a vision of the future. The new gift box, 
sporting an image of the magnificent 
King Cheetah by Terese Nielsen, con- 
tains two sneak-preview boosters of 

Visions, the next expansion for Magic. 

Not due until early 1997, Visions picks up 
where Mirage left off; in fact, the two sets 

were designed simultaneously, making 
them fit seamlessly together as if one set. 
The preview cards in the gift box are 

taken from a subset of twenty-five differ- 
ent cards from the Visions set—including 

the King Cheetah—to whet players’ 

appetites for more. And while adding 

new cards, both foreign and domestic, to 

their collections, players who buy the 

new Multiverse Gift Box will also be 

adding something special to their Magic 
accessories: the box is 

designed to serve as a carry- 
ing case for play decks. 

Wsjuu3 Prayia wy 

theme. It’s sort of like a Ball Lightning 

that doesn’t die—and I’m sure it will be a 

hot card.” Additionally, Mark Rosewater, 

co-developer for the sets, promises that 

atogs—one of which, the Foratog, 
appears in Mirage—will return again 

in Visions, and that atogs, like rats, 

may begin to appear regularly in each 

expansion set. 
Players who purchase the Mu/tiverse 

Gift Box will get a chance to test out the 
new theme of unsummoning with cards 
like Undo and Bull Elephant, a 4/4 

green creature for only 3 @ that requires 
its caster to return two forests to his or 

her hand when the Bull Elephant comes 

into play. 

“If you don’t play a land the turn you 

cast it,” advises Rose, “you can return 

one of the forests you tapped to pay for 
the Elephant to your hand and then 

simply replay it.” Rose hints that Bull 

Elephant will work in some “interesting 

combos” when the full Visions set is 

released next year. 

The Magic: The Gathering Multiverse 
Gift Box is scheduled for release in 

November and will retail for $19.95. 

Compare this to the approximate $4,500 

it would cost you to travel to France, Ger- 

many, Italy, and Japan* to pick up these 
boosters (plus the cost of the boosters 

themselves!) and you've got the best deal 

Magic can buy. —Michael G. Ryan 

“Ticket prices to Jamuraa were not available at press time 

apy 
The inclus; F th NAME COLOR TYPE ARTIST FREQU 
opr a een Os Wes; 1. Dark Privilege B Enchant Creature Tom Kyffin Comme 

Visions preview boosters is 2. Necrosavant B Summon Necrosavant John Coulthart Rare 

likely to excite most Magic actain, : : —— — a pet ; “= 
players, giving them a 5. Wicked Reward B Instant D. Alexander Gregory Comme 
lin " ay 6. Knight of the Mists U Summon Knight Harold McNeill Comme 

glimpse into a set still 7. Ovinomancer U Summon Sorcerer __ Kevin Walker Uncom 
months away. So what 8. Shrieking Drake U Summon Drake lan Miller Comme 

. 9. Undo U Sorcery Terese Nielsen Comme 
should players expect from _ 40, Bull Elephant G Summon Elephant Steven White Comme 

ansion> 11, Feral Instinct G Instant Una Fricker Comme the next expansion? _ caeemenh cam Clima’ citian Setind Com 
Unsummoning 1S a major 13. King Cheetah G Summon Cheetah —— Terese Nielsen Comme 

2 oD: x |. Lichenthrope G Summon Lichenthrope Bob Eggleton Rare theme of Visions,” Bill Rose, Ble teaeued Pukies 1 lond David O'Connor = 
co-designer of both Mirage 16. Tempest Drake M_ Summon Drake Gerry Grace Uncom 
Pane tes. “F 17. Goblin Recruiter R Summon Goblin Scott Kirschner Uncomm 

and Visions, notes. “For 18. Lightning Cloud Enchantment Steve Luke Rare 
example, the Viashino Sand- 19.RockSlide R Instant Mike Kerr Comme 

. Talruum Champion R SummonMinotaur Pete Venters Comme 
stalker [a 4/2 red creature —_| 34, Viashino Sandstalker_R Summon Viashino. Andrew Robinson __Uncoms 
that is unaffected by sum- 22 Gossamer Chains = W_— Enchantment Steve Luke Comma ; ; : . Jamuraan Lion W Summon Lion Stuart Griffin Comme 
moning sickness and returns 24. Peace Talks W Sorcery Roger Raupp Uncom 
to your hand at the end of 2 Wamior's Honor W _ Instant D. Alexander Gregory Comma 
any turn] builds on that KEY B=Black U=Blue G=Green L=Land M=Multicolor R=Red W= 
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Napoleon had a brilliant strategic mind. 
_ Imagine what he could have, done with a body like this. 

Introducing Blood & Magic." 
The first ever KEAL TIME AD&D°® strategy game. 

nchanted forests. A land of floating islands. in horrifyingly clear detail. 

You're in the FORGOTTEN REALMS WORLD®, It is by your wits that you build armies, withstand 

but in regions never before seen. Five entirely new advancing legions, transform your Acolytes and 

realms. Each with its own landscape and hidden exploit the landscape to your purpose. It’s a world 

treasures. Its own perils. of strategy. Of fantasy. A place you have never 

You have command of up to 30 unique characters. been before. 

Of armies brought to life with stunning animations, And it definitely isn’t Waterloo. 

rn) 5 Realms (30 total missions), each with its own unique 
landscape & exotic magical items to manipulate 

rn) Fantastic weapons, treasure chests, magical potions 
and violent spells await your discovery 

@ Command 30 unique AD&D FORGOTTEN REALMS® 
characters and monsters from wyverns to wizards 

Download the interactive preview at www://interplay.dragonplay.com 
(61996 Tachyon Stusios. All rights reserved. INTERPLAY and MACPLAY are trademarks of Interplay Productions. Al rights reserved 

Lloensed and distributed by Interplay Productions. All rights reserved. BLOOD & MAGIC, ADVANCED DUNGEONS & DRAGONS, 

ADAD, FORGOTTEN REALMS, and the TSR logo are trademarks of TSR Inc. All nights reserved. Available on PC and Macintosh CO ROM 
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Our starter decks each have three rare cards, and our 

booster packs each have two rares. Two ultra-rare cards 

replace two rares in every display of boosters 

(not in the same booster pack, of course). 

Like most CCGs, each edition of The X-Files™ basic game 

will be available in boosters and starters, and 

expansions will be sold boosters only. Each edition or 

expansion will have one print run. That's it. One. 

FORMAT 

Our print runs will be small. Really small, when you think how 

big this market is. The first world-wide English edition of The 

X-Files™ Collectible Card Game is about 80 million 

cards. It will ship in November and December. Future editions 

will be as limited, because we don’t want to flood the market 

with cards the players don’t want and the stores can’t sell. 

PORN TRS 

All of our cards will have black borders, because with 

each edition, we'll be making changes to the cards to 

make them better or more fun or cooler. You'll definitely 

be able to tell the difference between editions. 

What's not to like about promo cards? We love ‘em. You love 

‘em. If you didn’t make it to GenCon to get the first promotional 

card, bummer. The good news is that we have several more in 

the pipeline. Check out our website if you want the lowdown 

on release dates and distribution. 

P- ROM OC AGR Boe 

We’ re USPC Games. 

Sur cards -are-on the table. 

VISIT OUR WEB SITE AT http: //www.nxtgames.com 
X-files” and © 1996 Twentieth Century Fox Film Corporation. All Rights Reserved. The X-Files™ Collectible Card Game was developed by NXT Games and is 

by USPC Games, a division of The United States Playing Card Company, 4590 Beech Street, Cincinnati, OH 45212. Game mechanics ©1996 NXT Games. 



Introducing the Magic: The Gathering’ 

Rao ad 
yourself a 
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Maintain your com . € | 

Speak the universal language of Magi 
Display box converts into a 7 : 
carrying case which holds This great set includes: 
up to 840 cards. 4 * 2 preview boosters (15 cards each) selected from 

a subset of 25 Visions™ cards, the limited-edition 

expansion to Mirage™ 

1 Italian Alliances™ 

1 German Renaissance™ 

1 Japanese Chronicles™ 

1 French Homelands™ 

Look for the Multiverse Gift Box in November where all great games are sold. 
Wards Wizards of the Coast® Customer Service: (206) 624-0933 GI 
OF THE COAST“ http://www.wizards.com The Gathe 

©1996 Wizards of the Coast, Inc. Wizarns oF Tt Coast, Magie: The Gathering, Alliances, Chronicles, Homelands, Multiverse, Mirage, Renaissance, and Visions are trademarks of Wizards of the Coast, Inc. 

Mlustrations by Terese Nielsen and Greg Simanson. All rights reserved. 



EXPERT ADVICE 

Acard is a card. 

Or, to be less vague, 

resource limitation is 

only one card. Death 

Spark, a surprisingly 

useful little spell, 

breaks that rule. 

CARD SPOTLIGHT 

Death Spark 

appear to be much 

(an instant that deals 

1 damage to a target 

though, if you play your cards 

right, you can reuse Death 

Spark, thus defying the con- 

cept that a card is only good 

for one use. (If at the end of 

Death Spar k 

upkeep, it’s in your graveyard 

Spark repeatedly is to make 

sure that after it’s been cast a 

creature card always goes right 

trick is to cast Death Spark in 

response to your opponent's 

killing off of one of your crea- 

tures. You'll get the Death 

Spark back the next turn, and 

this sort of damage will start 

to erode your opponent's life 

total away. This is especially 

important in decks like weenie 

decks that tend to peter out on 

the last 4 or 5 damage. For 

those last few desperate 

points, you can send small 

creatures on suicide attacks 

against your opponent, confi- 
dent that your opponent will 

take 1 damage from Death 

Spark, regardless of whether 

he or she blocks. 

It’s a good idea to have 

creatures in your deck that 

have sacrificial special abilities 

so that it’s easy for you to 

recycle Death Spark. Not only 

by Chris Page 

one card fulfills the 

saleod city. ona Ser Not just another flash in the pan 

even in Magic. This eath Spark doesn’t The key to using Death Chirurgeon or Vigilant Mar- 

tyr instead of Death Ward; 

Tinder Wall or Basal Thrull as 

a variant for fast mana; Flood- 
pr neuer creature or player), but on top ofitin the graveyard. —_gate as a creature sweeper; 
of Magic. But, like the even 1 damage by itselfis very Ina creature-heavy deck,even Gangrenous Zombies as 

useful. In blocking, often that —_ with random play, there’s at Pyroclasm; Goblin Soothsayer 
rules of the English 1 point makes all the differ- least a fifty-fifty chance the for Morale; Flame Elemental 
baie. tihaitiben ence. Or it'll be the 1 extra Death Spark will wind up instead of a creature killer; 

4 point to go with the Light- directly below a creature with- Daring Apprentice for 
in Magic are often ning Bolt to kill the Serra out your even thinking about — Counterspell; even Goblin 

Angel. Or it’s just 1 more it. But with a few basic tricks, | Digging Team as Tunnel. The 
broken, including the point chewing against your you can greatly enhance the Thrulls (Mindstab Thrull, 

REIT a ROR CEE opponent. More importantly, damage yield. The most basic Necrite, and Armor Thrull) all 

complement Death Spark as 
well. The point is that a lot of 

your deck can be converted over 

to creatures if you're creative. 

You can also get Death 

Spark back in your hand by 
implementing other cards 

that sacrifice creatures. Skull 

Catapult, Fallen Angel, 

Phyrexian Vault, Ashnod’s 

Altar, Homarid Spawning 
Bed, Lord of the Pit, Kjeldo- 

ran Dead, Goblin Grenade, 

Altar of Bone, Stone Giant, 

Ravenous Vampire, and 

Hecatomb are but the tip of 

the iceberg. Choose creatures 

that are naturally going to 

expire from cumulative 

upkeep or some other means, 

such as Flow of Maggots, 

Goblin Ski Patrol, Illusionary 

Forces, or Polar Kraken. Or 

use creatures that give you a 

benefit when they go to the 
graveyard: Onulet, Tarpan, or 

the overpowered Rukh Egg. 

All of these are solid cards on 

their own, and they also 

enhance Death Spark, giving 

a steady flow of new creatures 

to be put above Death Spark. 

do you get the special ability 

that you needed anyway, but 
you're also able to get Death 
Spark back for an extra point 
of damage. Scavenger Folk is 

just as good as a Crumble— 

plus it’s a 1/1 creature. 

Similarly, think of Goblin 

directly below a creature card, 

you may pay one mana to 

return it to your hand.) And if 

you cast Death Spark enough, 

cards that trigger from the 

casting of red spells (like Iron 

Star) suddenly become more 

attractive. 
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You may also want to get a 

cycle going in which you put a 
creature on top of Death 
Spark in the graveyard, and 

then cast Death Spark and get 
the same creature back above 

it again. Multiple Ashen 
Ghouls and Nether Shadows 

are the obvious examples, 

since they pop back into play 

when three creatures are above 

them. Far more mana-inten- 
sive is Mtenda Griffin, which 

will pull other Griffins out of 
the graveyard. Then there's 
Krovikan Horror, which will 

come back if there’s a creature 

card directly on top of it; plus, 

you can sacrifice it or other 
creatures to itself to deal even 
more damage. 

This may seem like a lot of 
effort for a card that deals 

just 1 damage, but you can 

also constantly cycle Death 

Spark through your hand, 

using it as a way to de more 

cards. For instance, imagine 

how many times you can have 
your opponent make you dis- 
card it from your hand using 
his or her Disrupting Scepter. 

Consider keeping it as a 
buffer against Hymn to 

Tourach or Hypnotic 

Specter, though here the dis- 

card’s at random. Or use it to 

modulate your hand size 
when caught between Black 

Vise and The Rack. 
The problem with those 

uses is that they're reactive: 

they depend on your oppo- 

nent’s having the right cards. 
It’s better to have cards your- 
self that function well with 
the ever-discardable Death 
Spark. For instance, with 
Jalum Tome, which lets you 
pay 2 and discard a card to 
draw a card, you'll often be 

able to get Death Spark back, 
so you'll be spending only 
three mana to draw a card. 
Krovikan Sorcerer and 
Teferi’s Imp work the same 

40 DECEMBER 1996 

way, only they’re cheaper. And 
Mesmeric Trance and Unful- 

filled Desires work even faster. 

Any spell that requires a 
discard of cards works nicely 
with Death Spark, especially 

if you can discard a creature 
card at the same time. Use 

Recall to drop two Death 
Sparks and a creature from 
your hand, and then bring the 

Death Sparks back. Or try the 
same trick with Wheel of 

Fortune. You can even have 

fun with Mind Bomb. Cards 

that require discards of your 
choice (Nature’s Blessing, for 

instance) become powerful 

with Death Spark. Or, since 

it’s a red card, use it with 

Surge of Strength. And if 
you want to embarrass your 

Know the Game 

opponent, kill him or her with 

Mishra’s War Machine. 

The best way to avoid get- 

ting Death Spark lost in your 

graveyard is to minimize the 

number of non-creature spells 
in your deck. The problem is 

still going to crop up, how- 

ever. The best solution when 

this happens is Headstone 
(“Remove from the game tar- 

get card in any graveyard. 
Draw a card at the beginning 

of the next turn’s upkeep”). 
With four Death Sparks in 
your deck, it becomes margin- 
ally useful, since you can 

always use up Headstone 

mid-game for 1) ®. Lode- 
stone Bauble lets you remove 

lands. Clockwork Digger is 
also useful but only in games 

In most Magic games, you don't care about what order cards go 

into the graveyard, but if you're playing with Death Spark, you 

should review some of the obscure rules on this topic. Look at each 
scenario and decide what order the cards go in the graveyard. 

SCENARIO: You cast Giant Growth on your Grizzly Bears. 

In response, your opponent casts Terror. You then cast Death 

Spark in response to that. 

ANSWER: Spells only go into the graveyard upon resolution, 

which happens in last-in-first-out order. You choose the 

order in which the Bears and Giant Growth go in the grave- 

yard, So Death Spark reaches the graveyard, then Grizzly 

Bears, and finally Giant Growth. 

SCENARIO: Your opponent hits you with Hymn to Tourach. 

ANSWER: Since the discards are specified to be at random, 

the order that the cards go in the graveyard is also random, 

SCENARIO: You cast Ritual of the Machine, sacrificing your 

Bog Imp. In response to that, you cast Death Spark. 

ANSWER: Costs to spells (like sacrifices) are paid immedi- 

ately. So first the Bog Imp goes to the graveyard, then Death 

Spark, and then Ritual of the Machine. In this case, you 

would not be able to recycle Death Spark. 

SCENARIO: Your opponent casts Jokulhaups. 

ANSWER: Everything goes to the graveyard at once. 

Because no order is specified, each player chooses the order 

that their permanents go in. 

THE DUELIST 

where you're playing for the 

long haul, so it generally 

doesn’t mix well with Death 
Spark. And for those who like 

Feldon’s Cane, that’s always a 

last-resort way to unstick a 

Death Spark too far down in 
your graveyard. 

But you're certainly not 
going through all this effort 

just for Death Spark. As long 

as youre building up a large 
graveyard, work the theme 

and take advantage of it. 

Lhurgoyf is a top-notch 

choice. Also in green is Night 

Soil, but it doesn’t work well 

with Lhurgoyf. The best 

overall choices are in black, 

though: Songs of the 

Damned gives enough black 
mana to power some very 
nasty X spells. Soulshriek can 

work into a brutal variation 

on Howl from Beyond. Bal- 

duvian Dead can add up to 

give you a significant attack- 

ing force for a turn, while 
Drudge Spell can offer multi- 
ple defenders. Eater of the 

Dead is one of the few ways 

to break the Stasis lock. 

Tombstone Stairwell goes 

without saying. Animate 

Dead and Dance of the Dead 

make excellent support cards 
as well. Just make sure you 

limit yourself and don't only 

have cards that work off of 

creatures’ being in your grave- 
yard with no room for crea- 

tures in your deck. 
Much of Death Spark's 

magic involves the individual 
usages of the card in individ- 

ual games. It’s not a card that 
has a clear winning combina- 

tion. It’s far more a card that 

fits symbiotically with decks 
that already function well by 
sending creatures to the 

graveyard. @ 

Chris Page is a devoted recycler 

of cans, bottles, Death Sparks, 

and islands. 



Smaller, faster, smarter. 

A creature with the 

flanking ability weakens its 

blockers and impairs their 

ability to deliver 

maximum damage. 

Phasing allows certain lands, 

artifacts, and creatures 

to shift in and out of the 

game. Permanent just 

became a relative term. 

Over 300 new cards, 

all-new art, and as you may 

have guessed, new abilities 

that unhinge traditional 

4 jathering® game play. 

Mirage™ is the second stand-alone 

set for Magic; it furthers the story 

of Dominia and deepens the 

strategic elements of the game. 

Set in the lush regions of an 

equatorial continent, Mirage boils with 

the intrigue of three powerful wizards 

and one inventive planeswalker. 

A unique challenge for seasoned 

players, or as a starting point for 

beginners, Mirage re-invents 

the game of Magic. 

Available this fall where all great games are sold. 60-card starter decks: $8.95 15-card booster packs: $2.95 

Wizards of the Coast® Customer Service: (206) 624-0933 http://www.wizards.com 

Wizaros oF THE Coast, Magic: The Gathering, and Mirage are trademarks of Wizards of the Coast, Inc. 

Illus. by Robert Bliss. ©1996 Wizards of the Coast, Inc. 



BAISOGH 
€ story behind Mirage is set ina 

continent called Jamuraa, on the equator /of 
Dominaria - one of many planets in the 

multiverse of Dominia. Teferi's Isle, off the 
coast of Jamuraa, disappears after a wizard's 
time experiment goes’ wrong. More than 100 

years pass and the island reappears into a world 
changed by a war and fueled by the ambitions 
of a sorceror with dreams of conquest.Over 300 

. new cards make up Mirage. ~ | 
Mirage is the tenth Magic expansion set. 

We also have in stock: 
Chronicles, Homelands, Magic Fourth Edition, 

Fallen Empires, Vampire: The Eternal Struggle, Dark Sovereigns, 

' Ancient Hearts, Ice Age, and Netrunner Limited 

Coming this Fall: Netrunner Proteus 

ee Largest Supplier of 
! Wizards of the Coast Products 

OOO amy" Siitore test. cal 
Mati Neel. 
{itis 

Connarate Headquarters 110i creenood Road: Bakimore MD 21208 Phone (800) NOW-GAME FAX 800) 296-DICE 

The Armory/ West 1839 Deming Way + Sparks NV 89431 Phone (800) 244-3423 FAX (702) 356-2157 
The Armory/Europeé Unit $3: 632 Radford Rd, Nottingham + NG7 TEE + 011-59-422-289 

Mirage. [ee Age, Alliances! H0ifelands. Magic Fourth Ediuon, Fallen Exiipires, Dominia, Domifiaria, Vampire: The Etermal StfugsléyDask S6vereigns, Anticatificarts, Netnihner Lifted. and Netrunne® Protew 
trademarks of Wizards of the Coastdinc. Curd arwork © Wizards of the Coast, Inc. Magic the Gathering is aregistered trademarkjof Wizards of the Goast, Inc 
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EXPERT ADVICE 

Now you’ve done it. 

You and Mr. Suitcase were 

once again playing Magic, 

and it seemed like he’d just 

beaten you for the eighty- 

fifth time in a row. You were 

shuffling your cute theme 

_ deck and trying to think of 

some changes to make to it 

when it occurred to you 

that this deck got its butt 

kicked because it had quite 

a few “flavor” cards. You 

knew you could easily make 

the deck more powerful by 

swapping out some of them 

for better cards, but that 

would mean pulling out 

some of your favorites. 

That got you thinking 

about all of the cards you 

liked, and you suddenly got 

very curious. What are Mr. 

Suitcase’s favorite cards? 

So you asked him. 

Love Hurts 
here are a variety of reasons to 

like a card, and not all of them 

are necessarily logical. Often 
people like cards because they’re 

powerful, or maybe because they 
have a good theme (like goblins). Some 

people like certain cards just because 
they have cool art or flavor text. Mr. 

Suitcase likes cards for all of these rea- 

sons too. (Of course, he declined to 

admit that he likes any of the super- 
powerful “broken” cards like the Moxes 

and Black Lotus, but we know better— 

everyone loves those cards.) Mr. Suitcase 

does like cards that are versatile and pow- 

erful, but tends to be partial to those that 

get overlooked. Then again, he also has a 

mean streak and likes cards that are just 
plain frustrating for your opponent. 

THE ALREADY GOOD 

Let's start off with those cards that are 

versatile enough to be used in any deck 

of the appropriate color. Immolation 

(an enchant creature whose target gets 
+2/—2) and Blood Lust (an instant that 

gives a target creature +4/—4 until end 

of turn but doesn’t bring its toughness 

below 1) are very flexible cards. First 

off, you can use them to destroy (or 

help destroy) an opponent's creature 

by reducing its toughness, either 

killing it outright with Immola- 

tion, or pulling it into range to kill 

with small creatures or direct 

damage. These two cards can 

also make your large crea- 

tures more powerful— 

at a cost to the creatures’ 

toughness. In some 

cases, though, this cost 

isn’t much of a disadvan- 

tage. For example, Ball 

Lightning already has a 

toughness of 1, so playing 

Blood Lust on it has no 

negative repercussions. 

Blood Lust is also an instant, 

EXCUSE ME, MR. SUITCASE? 
by Paul Peterson 

so if you're attacking with several crea- 

tures at once, choose to Blood Lust the 

one that doesn't get blocked. Once again, 
the negatives to its toughness won't 

matter, and you'll have increased your 

damage by 4. 

Skull Catapult from Ice Age is an excel- 
lent card for counterpunching. By tap- 

ping the Catapult and one generic mana, 

you can sacrifice a creature as a fast effect 

to have the Catapult deal 2 damage to 

any target creature or player. Effectively, 
this reduces your opponent's willingness 

to destroy your creatures, since each time 

one of them gets targeted with Swords to 

Plowshares or Lightning Bolt, you just 

load it into the Catapult and hurl it at 

your opponent or a creature. And why 

block a rampager with more than one 

creature? If you block with one and toss 

another with the Catapult, the attacker 

won't get the rampage bonus. Chances 

are youd lose the creature that you sacri- 

ficed anyway, if you block with it. 

And we can’t forget the king of arti- 

facts: Icy Manipulator, an amazingly use- 

ful card in almost any deck, especially if 

you time its effect correctly. Is your 

y opponent going to pummel you with a 

large creature? For one mana per turn, 
you can tap the creature in response 

to your opponent’s declaration to 

attack. Is an artifact causing you 

trouble? Tap it and shut it 

down. Even if you have no 

immediate threats, you can 

manipulate one of your 

opponent's lands during 

his or her upkeep, 

thereby using the land 

up for anything other 

than fast effects. Manipu- 

lating land can also lock 

your opponent out of a color 
if he or she has only one 

land of the appropriate type, 

or it can deny access to a 
land with a special ability. 
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THE MISUNDER- 

STOOD BAD 

Many cards in Magic often 
get overlooked, but Mr. 

Suitcase likes to root for the 
underdog. Stunted Growth 
from Ice Age is a truly great 

card. For two green and 
three generic mana, it lets 
you force your opponent 
to put three cards from his or 
her hand back on top of the library. 

This is a big advantage, as it gives you 

several turns to improve your choices by 

drawing new cards while your opponent 
is only drawing the cards that he or she 

already had. It also gives you a card 

advantage similar to Hymn to Tourach’s. 
Another sadly overlooked green card 

is the enchant artifact spell called Living 
Artifact. (“Put a vitality counter on Liv- 

ing Artifact for each damage dealt to 
you. ©: During your upkeep, remove a 

vitality counter to gain 1 life.”) It is 

incredibly cheap (with a casting cost of 
one green mana) for the huge effect it 
generates. While it’s in play, it’s much 
harder for your opponent to kill you 
with damage, since you can use Living 
Artifact to regain life. If you have any 
way at all to stalemate the game for a 
while, you will almost certainly get back 
all the life you lost as long as Living 

Artifact remains in play. All you need 
is an artifact to put it on—and your 
opponent may even help you out by 

conveniently playing one for you to 

enchant. 
Foresight is a blue card from Alliances 

that many players should take a second 
look at. It allows you to go through your 

deck and remove from the game any 
three cards you wish. This effectively 

thins out any cards you no longer have a 
use for. Once you know what strategies 
your opponent is of playing, you can 

remove any of your cards that are geared 

solely to hosing those strategies, thus 
increasing your chances of drawing a 
card that you do want. Foresight is also a 

44 DECEMBER 1996 THE DUELIST 

cantrip (you draw 

another card during 
the next upkeep), so 

you won't have 
wasted a draw by 
getting Foresight in 

the first place. Later 
in the game, after 
you have sufficient 

land in play, you 
can use Foresight to 
strip out the extra 

land from your 

deck, once again 

increasing your 

chances to draw a 
more useful card. 
Hecatomb is a fascinat- 

ing enchantment, but it gets overlooked 
because it requires you to sacrifice four 

of your creatures when you bring it into 
play. But the benefit it provides is 
incredible. With Hecatomb in play, you 
can tap your swamps to have them each 

deal 1 damage to a target creature or 
player. It won't take long for this to kill 
your opponent, even if you only have a 

few swamps in play. The sacrifice cost is 
fairly easy to get around as well since 
there are so many cards, such as Sengir 
Autocrat, that rapidly generate 0/1 

token creatures. 
Lord of the Pit is one of Mr. Suit- 

case’s all-time favorite creatures, but it 

deals 7 damage to you if you don't 
feed it a creature every turn, so 
people don’t tend to play with it. 
You can include cards in your 
deck, however, that help ease this 

negative effect. Thrulls are a tasty 
treat for it to munch on, or you can 

not feed it anything and protect 
yourself from its wrath with a CoP: 
Black. And how can you not like a 7/7 
flying, trampling creature? It’s black, so 
you can't Terror it, and it’s way too big 
to kill easily with creatures or direct 
damage. Even if it’s blocked, it will deal 

enough damage each turn to swiftly kill 
your opponent. 

THE REALLY FRUSTRATING 

AND UGLY 

Sometimes it’s fun to annoy your oppo- 
nent. One of Mr. Suitcase’s favorite 
cards of all time will sadly never see play 

in a sanctioned Magic tournament. 

Shahrazad from Arabian Nights simply 
makes the game go entirely too long, 
yet it’s a fantastic card. It suspends the 

current game and forces the players to 
play a subgame with only the cards left 

in their libraries. Whoever loses the 
subgame reenters the main game with 

half of his or her former life. Mr. Suit- 

case loves the swing effect of this card 
and the idea of “nested” games occur- 

ring, one inside the other. And there's 

nothing more satisfying then the frus- 

trated look on your opponent's face 

when you Fork a Shahrazad to produce 
two Shahrazad effects. (Maybe Mr. 

Suitcase isn’t such a nice guy.) 
Divine Intervention from Legends is 

similarly frustrating. Two turns after the 

card enters play, the game becomes a 
draw, regardless of life totals. It’s the 

ultimate “saving your behind” card. If 

you are way down, but you're sure that 
you can hold out for two more turns, 

plop this card down, and ta-da! You get 

a draw instead of a loss. If that sounds a 

little unfair to you, you know one reason 
why it was never reprinted and why it’s 

banned in Classic (Type I). 

FALLING IN LOVE 

Of course, Mr. Suitcase says he loves 
many cards—that these represent only 

a smattering of his favorites. 

So many Magic cards are 

unique, and there are so 

many different features 
that you can love. 

That’s one of the rea- 
sons why the game is so 

popular and also why 
people tend to build “fun” 

decks at times. Mr. Suitcase’s 
favorite fun deck is a five-color montage 
that includes all the cards mentioned 

here—and that frequently gets kicked 
to the curb. @ 

) 
| 

Paul Peterson's favorite card is the ulti- 

mate-rare card called Mr. Suitcase’s Bane: 

“@: Mr. Suitcase’s Bane deals 10 damage 

to you. This damage cannot be prevented or 

redirected. After you have taken this dam- 

age, burn your opponent's suitcase of cards. 

Opponent loses the game. Opponent now 

has the right to seek revenge.” 
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EXPERT ADVICE 

Stasis has 

been with us 

since the first 

days of Alpha. 

It’s a funny 

card: it has one 

of the most 

powerful 

effects in the 

entire game 

but often 

hurts the user 

as much as it 

hurts the 

opponent. 

DECK DECONSTRUCTION 

Turbo-Stasis Decks 
n the early days, Stasis decks were pretty much 

relegated to the category of “fun” decks. Then 

Legends gave us Time Elemental and Kismet, 

two cards that seemed tailored to complement 

Stasis, and Stasis decks became briefly popular. 

Most decks, though, still couldn’t stand up to the 

rigors of tournament competition. Then came 

Alliances and the 1996 U.S. National Championships. 

Four competitors played variants of the same Howl- 

ing Mine—powered, library-depletion Stasis deck: 

three of the four made it to the Top 16, and two 

made the semifinals. After the U.S. Nationals, the 

deck was plastered across the computer networks 

and published in several magazines, and soon 

swarms of players were trying versions of it and 

developing variants—or designing decks to beat it. 

DECK FOUNDATIONS 

All Stasis decks are “lock-down” decks; they attempt 

to get a combination of cards that lock the opponent 

down, preventing him or her from doing anything 

for the rest of the game. Stasis is great for this, as it 

eliminates the untap phase and makes almost every 

non-enchantment card single-use. Combine it with 

Kismet, and single-use becomes zero-use. Once your 

“Hold it right there!” I//ustrator Fay Jones 

took time out to give us another look at the 

artwork of this unusual card. 

by Beth “BethMo” Moursund 

opponent is locked down, you can win in a variety 

of ways: put out a card that damages your opponent 

every turn (such as Black Vise), play a creature that 

can attack without tapping (like Zephyr Falcon or 

Serra Angel), or simply run your opponent out of 
cards. 

The problem is that all of the traditional mana 

sources are single-use as long as the Stasis is in play, 

and the lock lasts only as long as you can keep paying 

the upkeep of @ on the Stasis. If you finally run 

out of mana and have to let the Stasis expire, your 

opponent gets to untap first and has a whole turn 

to pound on you before you get an untap phase of 

your own. The Stasis deck needs a way to avoid 

this calamity. 

TRADITIONAL STASIS 

The original Stasis lock featured Birds of Paradise 

enchanted with Instill Energy. You tap the Birds 

each turn to pay the Stasis upkeep, then untap them 

again using the Instill Energy. This keeps both play- 

ers locked. But since your deck is designed for these 

conditions, you have ways to win, and hopefully your 

opponent doesn't. 

The Time Elemental version improved on this. 

With a Time Elemental in play, you can cast Stasis 

during each of your turns and then use the Time 

Elemental to return it to your hand at the end of 

your opponent’s turn. Now your turns are normal, 

while your opponent never gets to untap. Unfortu- 

nately, this lovely state of affairs comes at a steep 

price: three blue and three generic mana per turn just 

to keep the lock going. 

Both of these locks are fragile; each relies on a 

creature, and nearly every deck has some way to kill 

off a creature. So most of the deck, aside from the 

lock, consists of counterspells and other defensive 

spells to try to stay alive until you draw the cards 

needed for the combo, and to keep those cards in 

play once they’re out. 

TURBO-STASIS 

Turbo-Stasis takes a whole different view of the 

world. Instead of creating a way to untap a mana 

source, it lets you draw so many cards that you can 

play a land every turn. The Howling Mines, along 

with a higher-than-usual land percentage, make this 

possible. They also provide the deck with its usual 
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Turbo-Stasis 
Deck 

Matthew Place worked 
his way to the semifinals 
of the 1996 Nationals 
with his Turbo-Stasis 
deck. 

Arcane Denial 

Boomerang 

Force of Will 

Recall 

Stasis 

Ivory Tower 

Kismet 

Land Tax 

Lim-Dal’s Vault 

Despotic Scepter 

Feldon’s Cane 

Howling Mine 

Zuran Orb 

Adarkar Wastes 

4 City of Brass 

13 Island 

4 Underground River 

me —- &—- wee ne BN SS DS 

SIDEBOARD 

2 Blue Elemental Blast 

2 Hydroblast 

3 Mana Short 

2 Wall of Air 

2. Disenchant 

| Kismet 

| Swords to Plowshares 

| 

| 

Lodestone Bauble 

Black Vise 
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way of winning: emptying the opponent's library. 
The Turbo-Stasis deck itself, of course, includes 

at least one Feldon’s Cane to avoid suffering the 
same fate. 

Often, though, you'll need to play the Stasis 

before drawing your Howling Mines, and a 

single Mine isn’t quite enough to keep the mana 

flowing. Also, if you haven't yet locked your 

opponent down with a Kismet, you may need to 

spend some mana on countering a few of your 

opponent’s spells. So the Turbo-Stasis deck, in 

true cluster-deck style, includes two types of fast 
effects that can be used to remove the Stasis at 

the end of the opponent's turn: Despotic Scepter 

and Boomerang. Despotic Scepter is simple and 
cheap; all it can do is destroy the Stasis. Ideally, 

you'll already have another Stasis in hand, or a 

way to go get one, at the time you use the Scepter 

to destroy the first one. 

Boomerang, on the other hand, is multi- 

functional. If it’s used on your Stasis, you can 

recast the Stasis on your own turn, keeping the 

lock going; furthermore, the card is one of the 

deck’s primary defenses, able to remove anything 

dangerous that your opponent has managed to 

get into play. If your opponent managed to play a 

Feldon’s Cane before the lock was established, 

you'll need a Boomerang for the Cane as well— 

that way you can force your opponent to use it 
too early to save himself or herself. 

Recall allows you to reuse the Stasis cards that 

you blew away with the Despotic Scepter or to 

reuse any cards that your opponent managed to 

destroy or counter before getting locked down. 

Ivory Tower (since you'll always have a full hand 

once the Howling Mines get going) or Zuran 

Orb (since you've got lots of land) will help you 

survive any damage. 

Finally, A//iances provided just the extra 

“oomph” needed to make this deck a real killer: 

Lim-Dal’s Vault, Arcane Denial, and Force of 

Will. The Vault lets you search your library to 

find the Stasis, Kismet, or Howling Mine that 

you so desperately need. At the same time, it lets 

you stack part of your library, ensuring that you'll 

either draw land or a key card when you need it. 

In this deck, Arcane Denial is superior to a regu- 
lar Counterspell: half the casting cost can be 
generic (a minor benefit when playing with lots 

of pain lands), and, more important, it gives you 

an extra draw. Finally, the ultimate counterspell, 

Force of Will, protects you if you're tapped out 
so that you can safely establish your lock even in 

the early game. 
A steady supply of blue mana is critical to the 

success of this deck, so all lands should be able to 
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produce blue. For the traces of white and black 

needed for Kismet and Lim-Dill’s Vault, this 

deck uses City of Brass, pain lands, and depletion 

lands. (The latter work extremely well with Sta- 

sis, since the depletion counter is removed during 

upkeep rather than during untap.) 

Many Turbo-Stasis decks have no damage- 

dealing cards at all, relying solely on library 

depletion. Some, though, include Black Vise, 

Zephyr Falcon, or Yotian Soldier so that they're 

also capable of winning by damage. These are 
often sideboard cards, brought in for the second 

game. Other useful sideboard cards include 

Mana Short (for the cagey opponent who avoids 

tapping out) and, surprisingly, Twiddle. With 
a Stasis lock going, Twiddling an artifact or a 

non-tapping, attacking creature is almost as 

good as destroying it. 

PLAYING AGAINST TURBO-STASIS 

The main advantage Turbo-Stasis decks had at 

the U.S. Nationals was surprise. Even after word 

of the deck had spread, few players had anything 

in their sideboards to defend against it. Within 

the next few weeks, however, it had become the 

newest fad deck and was showing up at nearly 

every tournament. Being able to hold your own 

against Turbo-Stasis has now become a necessary 

part of deck design for all serious tournament 

players. 

For such a specialized, combination-dependent 

deck, the Turbo-Stasis deck has stood up surpris- 

ingly well to the onslaught. Energy Flux is par- 

ticularly annoying to the Stasis player; left in 

play, it destroys the deck. Power Leaking the Sta- 

sis seems almost as bad, while Boomeranging it 
(which the Stasis player will often want to do 

anyway) gives an easier escape. Winter Orb pre- 

vents the Stasis player from resetting her mana, 

forcing her to eventually drop the lock for at least 

a turn. Black Vise can kill a Stasis player in just a 

few turns unless opposed by an Ivory Tower. 
Non-tapping creatures can also eat away at the 

Stasis player's life points. And then there are the 
traditional approaches of brute force and land 

destruction: just hit the Stasis player fast and 

hard—before he can put enough land into play to 

start and maintain the lock—and blow up the 
land needed to pay for the Stasis upkeep. 

Beth Moursund is a Magic netrep and longtime 

contributing writer to The Duelist. 

If you'd like to see a specific deck type discussed, write to 

“Deck Deconstruction” c/o The Duelist, P.O. Box 707, 

Renton, WA 98057, or email us at <duelist@wizards.com> 
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PERT ADVICE MURK DWELLERS 
by Tom Wylie 

Crime and Punishment 
The Magic Pro Tour has produced a ccasionally some Magic players in events such as the 

Pro Tour or the qualifiers leading up to them have been 
new level of intensity for competitive surprised to find themselves forfeiting games or receiving 

warnings for innocently doing things that appear harmless 
but that turn out to carry stiff penalties. Such rules aren't 
established just to make life difficult for players but rather 

to protect the majority of players from the minority who are inclined 
to cheat. Informing players about the infractions and resulting penal- 
ties ahead of time helps reduce the surprise factor, but many players 
don’t understand why they would be penalized in the first place. 

players. As a result, rules 

and regulations need to 

/ f T\\) be strictly enforced. 

os ae =! $A eo While we can’t catch every attempt at cheating, we can discourage 
| M4 Nt people from trying in the first place. Standard methods of cheating 

| ; . such as drawing extra cards or sneaking cards into Sealed-Deck 
os rs tournaments are all guarded against by imposing various penalties 

Ps y for different levels of cheating. Some of the cheating methods take 
Bh tne 1 advantage of incidents that are typically accidents (“Sorry, I didn’t 

mean for those sleeves to stick together.”), which is why players often 

find themselves warned or punished for 

such behavior. Penalties range from Playing with a deck 

simple warnings to actual ejections, = , 
: ; Bd .. that is illegal involves a depending on how likely it is that an inci- 

dent involves a cheater rather than a klutz minimum penalty of penalty 
and how likely it is that a possible cheater 

is testing his or her luck and hoping to be 

let off the hook. often with an upgrade 

forfeiting a match, 

It’s generally believed that playerswho to ejection from 
trip over these infractions are not actively 

trying to cheat, so very few are ejected Spperennen, 

from tournaments. Most infractions result 

in either a warning or a forfeited game. On the other hand, players 

never receive less than the minimum penalty, even when it’s clear the 

infraction was accidental. This is because we assume that leniency 

leads to cheating; if a would-be cheater observes a player talking his 

or her way out of a penalty, the onlooker is likely to cheat, gambling 
on being able to talk his or her way out of punishment as well. 

Of course, penalties can be increased when it becomes clear that a 

player is trying to cheat. Any player who receives the same warning 

twice in one event (or three times overall at the same event) is 

ejected, without exception. While most penalties are given for acci- 

dental infractions, it’s not that hard, for example, to draw the correct 

number of cards, so repetitive behavior is assumed to be a sign of foul 

play. In fact, most players at an event will make it through without 

ever receiving a single warning or having to forfeit a game, so it’s 

obviously not that difficult to play within the rules. 

Infractions are also tracked from tournament to tournament, and 

consistent offenses will likely result in steeper penalties when the 

offense is repeated. For example, if a player participates in a series of 
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Sealed-Deck tournaments 
and frequently receives warn- 
ings for failing to register the 

contents of his or her deck 
properly, that player is likely 
to be banned from Sealed- 
Deck competitions for a 
specified period of time. 
Again, it’s not that hard to 

write down the contents of a 
deck properly, so someone 

who consistently fails to do 
so is assumed to be either 

cheating or trying to get the 
actual recipients of his or her 
deck ejected for incorrect 
registration. 

Let’s now look at some | 
examples of Magic crime and 
punishment. 

MISREGISTERING 

THE DECK 

There are two common ways of mis- 

registering a deck: forgetting to write 
down some cards and writing down too 
many. When a player's actual play deck 
contents are found to be different from 
those he or she registered, that player 
typically must forfeit a game, as the 
chances of someone attempting to cheat 
by “accidentally” misregistering the deck 
are fairly high. If the player didn’t write 
down enough cards, then he or she writes 

down just enough cards to bring his or 

her registered deck to the required mini- 
mum and removes the remainder from 
the deck. A player who writes down too 

many cards simply removes the remainder. 
Occasionally, a player is found to be 

playing with a deck that is simply ille- 

gal—with one that has less than sixty 
cards, for example. This involves a mini- 
mum penalty of forfeiting a match, 

often with an upgrade to ejection from 
a tournament. 

FAILURE TO PAY UPKEEP 

Occasionally a player starts a turn with 

cards in play that require an upkeep cost 
but skips directly to drawing his or her 
card for the turn, without deciding 
whether or not to pay the upkeep costs. 
The rules of Magic allow (and in fact 

require) that the player put the card back, 
return to the upkeep phase, and decide 

52 DECEMBER 1996 THE DUELIST 

| 

| 

whether or not to pay the 

upkeep costs. Some players 
may take advantage of this 
by deliberately “forgetting” 
about their upkeep costs, and 
then looking at their card for 
that turn before deciding 
whether or not to pay it. This 
is an example of cheating 
that’s very difficult to detect 
since players have a habit of 
speeding through their turns. 

Both of the standard 
penalties, giving a warning 
and forfeiting a game, seem 
undesirable. Honestly forget- 
ting about upkeep costs is 
easy to do, so forfeiting the 
player a game seems a bit 

+ harsh; if this were the pun- 
ishment, players would actu- 

; ally forfeit a high percentage 
! of games. And if the penalty 

is simply a warning, then a cheater will 

simply wait until just the right time to 
use up his or her one warning for that 
tournament (waiting until the final 
round, for example). The tournament 

rules, therefore, alter the rules of Magic 

itself: if a player advances his or her turn 
past the upkeep phase, any nonmanda- 

tory upkeep costs are assumed not to 
be paid. This conveniently sidesteps 
the whole problem of worrying about 
whether the player is trying to cheat or 
not, as there is never a benefit to “forget- 
ting” to pay an upkeep cost, so there is 
no reason to do so deliberately. 

This approach of being presumed 
innocent obviously doesn’t work if the 
player doesn’t have a choice (if he or she 
forgets to put an Unstable Mutation 
counter on a creature, for example). 

In these cases, the situation is simply 
corrected, and the player is given a warn- 
ing if the card draw for that turn might 
have influenced the progression of the 
upkeep phase in some way (for example, 
if the player might have decided to Dis- 
enchant an Unstable Mutation rather 
than let the creature go). 

—— 

FORGETTING TO RETRIEVE CARDS 

Occasionally, two players will finish a 
match, and one player’s cards will have 
migrated to the other player's deck. 

Maybe an artifact was stolen and not 
returned; maybe one player accidentally 
swept up the other player’s creatures 

when he or she was gathering up the 
cards after the game. In any event, both 
players now have illegal decks since their 

decks no longer match what's recorded 
on their deck sheets. What’s worse, who- 

ever’s deck is missing the cards is likely to 
be below the minimum deck size. 
When the error is discovered, both 

players must forfeit their next game. If 
one player has already started a game, he 

or she forfeits the next game of the 
match. There are two reasons for penaliz- 

ing both players. First, there’s no way to 
know whether the card’s migration was 

strictly accidental or if one player was 

trying to get the other one disqualified. 
Second, both players are responsible for 
making sure that their respective decks 
are restored properly after each match, so 

both players should have discovered the 
error, even though only one was guilty of 
committing it. 

WITHDRAWING WITHOUT 

CHECKING IN 

Occasionally a player decides to leave a 
tournament but fails to tell the tourna- 
ment officials. This is extremely disrup- 
tive because it wreaks havoc with the 

pairings, especially if the player who 

withdrew is in the middle of the stand- 
ings rather than at the bottom. Also, the 

player paired against the withdrawn 

player automatically wins that match, 

and the results of the tournament and the 
DCI rankings are now tainted. Further- 
more, it’s simple to avoid this disruption 
since the player only has to tell tourna- 
ment officials that he or she is leaving. 

Therefore, if a player decides to leave a 
Pro Tour event or qualifier without 
informing an official, that player is 
banned from the next equivalent tourna- 

ment. For a Pro Tour event, this means 

the next stop on the Pro Tour; for a qual- 
ifier, this means the next qualifying tour- 
nament in the same area. ® 

Contrary to rumors, Tom Wylie has not 

considered adding “caning” to the ever- 

growing list of Magic penalties (although 

he is a big proponent of ‘pistols at dawn” 

as a final tiebreaker). 
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L.R.C.'s to receive our catalog. 

HOURS: Mon-Fri. 1lam-8pm 

‘ \ Sat. 12 noon-Spr. E.T 

Check out Our web site at Setwall Your favorite characters from 

image comitsirethe new Wildstorm 

inane Liniverse expansign, a a eae 

WILDS ‘ORNS ~ a ae ees ' 

IN STOCK NOW 

MThe new stand-alone 
expansion for Magic 
The Gathering®.- is 
Stock and readty-to 

AS wees © DE shipped out.to 
you. Call maw 

itarter Box ($107.40) Booster Box ($106. 

SINGLES Starke Deck ($8.95) “Booster Pack ($2.9 
a a Naa a 

s ae ' 

eae sinisheaide f 2 Gathering® and all expansions, Guerdiaha, ; AN ats ea 

‘Rings, Middle-earth, (Heresy, Gridiron | ~ Lae Mis, Legend of 
: y Football, Dragon Dice, Rage Chase cards and M OverPower. We recently addéd Be 

mi below to our arsenal. CALL Toos); tis : 





that I was fom C¥ada” Franzmanh rec; 

= Magic down there?” > 
sgcomraplay aside, Fronzmann'y absense: bi teeta ; os : 

ning Magic is limited : éd States. Magic: The Gather 
i incredible growth in the three years since it was introduced has.ndét. 

‘en limited to North America. / 
In addition to the U.S. and ‘Canada, Magic is played in Mexico, Brazil, 

i Argentina, Colombia, Israel, South Africa, the Philippines, Australia, New 

/ = ee eage Zealand, Hong Kong, Taiwan, Japan, Singapore, Malaysia, Turkey, France, 
; aE cae, fig Spain, Portugal, Tealy, Greece; Finland, Norway, Sweden, Denmark, the 

br s.6 OEE th LEAT Swtreriand, and Germany, to mame just a few places. The game has 

“been translated into German, French, Spanish, Italian, Portuguese, Japan- 
jf 4g f: ese, Chinese, and Korean, and more translations are in the works. 

Jif Magic inventor Richard Garfield had a vision that planeswalkers from 
white, blue, oe “all corners of the world would:one day be able to meet, sit down, and duel, 

no matter the language or cultural barriers—and that vision has already 
D tack; red, : and green, become teality: Phe-third-Magic World Championships, held last August 
Lies : ft i, at Wizards of the Coast headquarters in Renton, engin, & featured 

Ld yl ee =: 
. teams from twenty-eight different countries: 
and is ed in more 

A Popular Export 
What becomes obvious after talking to people from around the world is 
that the game’s popularity isn’t the result of its being force-fed’' down the 

& throats of nén-U.S, gamers like so many McDonald’s, Disneylands, and 
Six, continients? a other American pop-culture exports. However slowly, it has captured the 

imagination of each gaming population in the same way it did in the U.S., and 
its popularity grows with each day and with each new translation. 

Magic's portability, concept, and ease of learning have made it the game 
of choice for students and travelers. “Once I was returning from Singapore 
[to Malaysia] through the airport customs with my Magic collection,” 
explains James Teo, an eighteen-year-old student living in Kuala Lumpur, 
Malaysia, which has a sizable population of foreign students. “The customs 

i officer eyed my Magic cards, and before I could explain what it was he said, 
“"S _ ‘Magic ecards. We see a lot of kids coming in with these.” 

As much as any foreign distributor’s promotion or sales pitch, it’s the 

Ahan forty countries on 

“3 Ws. te comes in-nine 

“~ -Aanguages.) 

ILLUSTRATION BY CREGSIM ANS OE 

~~ 

blinked and said with every trace of seriousness in en 

local “Magic-heads” who spread the word of Garfield to the area gaming - “ 
populace. Like*gaming missionaries, these individuals, more than ons ; 
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are responsible for turning 

other players on to the game, , 

| in countries across the world. 

They're people like Hasan 

twenty-five- 

year-old sales and marketing 

manager for SATKO Tele- 

com. Colakoglu nuns. a Magic 
“Teague for over eighty players 

| as well as tournaments in 

Istanbul, Turkey. A ‘longtime 

; oe gamer and board 

Colakoglu™ encoun 
ake "Magic at GenCon in 
ee 

5) "1994 and: brought back two . 
oi) Revised starter decks ‘to, play 

: with friends. The number of — 

cards grew: “Each time some- 
_. body went abroad they would 

bring new packs,” he remem- 
bers. Things grew so that 
Colakoglu and a friend who 
owned a ilocal comics store 

started importing the game, - 
and “the number of players 
exploded.” Colakoglu’s next 

/ goal is to get his events sanc- 
/ tioned by the Duelists’ Con- 
|. vocation International (DCI). 
3 Even for the most enthusi- 

astic players, though, there are 
obstacles to Magic's growth in 
certain areas of the world. Take 
Israel, for instance. “Generally, the 

_ [Magic] scene in Israel sucks,” writes Ofer 

_ Sapir, a player who lives in Kfar Saba. “We 
shave [DCI-] sanctioned toumeys once a 

year.” Contrast-this with Los Angeles, 
where players can find at least one DCI- 
sanctioned tournament every week. 

Availability of the cards and events is a 
determining factor—and then there’s the 
language barrier. “Magic was popular as 

i 

| Colakoglu, a 

ae PES 

eee 

living in Caen, France, “but only people 
speaking English were playing [age ‘six- 
teen and older]. The real explosion came 

with the first French edition.” 
There’s also the simple fact of world 

~ economics. “Because of the exchange rate 
and high import prices, it’s just not possi- 

~ ble for a lot of people to buy a lot of cards 
~ and play really aggressively,” says Dono- 

~. van Cowie, a twenty-two-year-old stu- 
_- dent livingin Durban, South Africa. ‘Says 

“Golakoglu: “Nobody plays for ante [in 

Meee 7 
- — 
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Magic 

inventor 

Richard 

Garfield had 

that vision is 

a reality. 

soon as it came to France,” says Chris _ 
Mouchel, a twenty-four-year-old student | 

“Astanbul). The decks are sold a little bit 

more expensively than in the 

US.; 
people do not earn as much, 

and in Turkey most 

so every. player values his or 

her cards:” 

a vision that 

planeswalkers 

from all 

corners of the 

world would 

one day he 

able to meet, 

sit down, 

and duel, 

no matter the 

language or 

cultural 

harriers. Today 

For the most «part, everyone 

unanimously follows the DCI 

~ T’ and: ila AI? are a 

Seeitiines plies: life totals 
max out at 40 (“Forget the! ® 
infinite life. combos!” writes. 

ae Sydney, “Australia,” 
with Ice Age's Vexing Arcanix 
added to the Restricted List. 
Most of the rules are deter- 

mined by area players, but 
sometimes» the game. must 

follow ‘the. letter of the Jaw. 
“The most important house 

rule in Brazil in my opinion is 

the lack of games for ante,” 

says Nelson Luiz Waissman, 
a twenty-eight-year-old soft- 

the rulebook, and all ante cards were 
omitted from the Portuguese translation . ; 
of Fourth Edition. 

seems to be Standard (Type II), due to 
card (and translation) availability. This 

isn't to say that a traveler can’t find a 

Classic (Type I) game if he or she looks. 
Because of card availability, Classic oppo- 

nents are harder to find, but there will 

probably be several eager opponents any- 
where you go. “Nineteen ninety-four and 

1995 were our [Classic] years,” says Alfar, 

a twenty-eight-year-old resident of 
Manila, Philippines, and the Philippine 

Classic champion. “But due to the focus — 
of the DCI/WotC on [Standard], we all 

geared toward that format. It was hard at. 
first, since we were used to the “power 
cards.... In fact, when. Ice Age came out 

“we unanimously sneered at the plain 
lands in favor of the duals and all but gave 

them away. Now we regret it.” 

In those areas that programs like the 

EN 

floor rules and formats: “ Type : 

. Tournaments i in | 

ware engineer in Rio de . 
_.. «Janeiro. In fact, ante is not™ 

‘mentioned in the Portuguese version of 

DCI and the newly launched Arena 

League yhaven't reached (and. probably 

wont for some time), local organizers 

have; created. their own leagues and sys- 

tems to fill the void. 

“Adelaide [Australia] has the Tactics 

Grand Prix series,” reports David Low, a 
flatiye: of Adelaide currently living in 

Japan. Started.in 1995, the ‘Series com- } 

bines a mixture of tournalnent ‘styles 
~ (Classic, Standard, nossideboard, High- 

neti des = at er 
ate points 

hor = scaeonpised on their fin- 

“We' re se in the process of com- 
- piling.a national register of Magic players, ~ 
complete with (unoffi cial) DCI ratings,” 

_ says Marcus Schakowski; who runs Future 
are run’ ‘Fanta, a shop in Johannesburg, South 

Africa. “So when the day comes that a 
South African Duelists’ Convocation is 
set up, we can jump right in,” 

i ; iat "4 
— Vi EF 

“It goes age that cards are val- 
“ued differently in different countries, 
but, on the whole, older, out-of-print 

cards are pretty much prized anywhere 
you go. When it comes to in-print cards, 
whatever cards are key to the popular 

deck fad are valued more—and deck 
trends are surprisingly: the same globally, 
probably due to communications tech- 
nologies like the Internet. 

Europe and the U.S. seem to value the 
a ‘same cards equally—again, thanks to the 

The most popular format worldwide “internet. The price guide of choice seems 
to be Scrye, though a handful of countries 

rely more heavily on InQuest. And in 

some places, it’s much harder to get cards 
from sets'earlier than Revised. 

“Magic was not available in Brazil at 
the time of Unlimited, it’s been said 

recently that only three Black Lotuses 

exist in Brazil,” says Waissman. “T really 
doubt that number, but it gives you a feel- 
ing of how rare these cards actually are 
down here. Buying a Lotus-in: Brazil is 
next to impossible sincé stores don't sell 
singlesvand many people still don’t have 

_Anternet : access.” 

The age-old question “Where do you 
want to play?” has different answers in 
different cities and countries. Where pos- 
sible, players gather in shops like Faraos 

re ae 



nant are Cohen too crowded for players to 

Be In. wee ee you ‘t find people 
playing outside the Bishan MRT (a train. 
station) and at the local McDonald’s S. 

One popular alternative,. especially i in. 
Europe, seems’ to be pubs and bars. he 3 
France you can go ina bar when you are 
sixte n and drink alcohol at eighteen,” 

ge open tables and playing 
ited specifically. for gaming. 

es of places are luxuries; 

ather or not conveniently Iscated., MAT 
' eae the big “spot to: play i is the 

01 v om 2 store that's been 
by. ic ‘players and turned | 

: of the town's big wee 

aod in “most | of the U.S.) games 

there’s a lot of gaming ba 
Low. “Te would be. ¥ 

Koround 
4 am 

Tips for Taking Magic on the Road 
aking a few weeks off abroad? Feel 
like mixing with some of the 
locals? Pack your Magic 

decks, and, chances are, if 

you're visiting a city with a 
sizable English-speaking popula- 

tion, you'll be able to find a game. 
And what better way to familiarize 
yourself with the people and customs of 
your new locale than by making friends with some 
of the local players? 

Finding the local hot spot for Magic, though, can 
be trickier than it sounds. Try to do some research 
and make contacts before you go; it will save you 
valuable time. “It took me four hours and visiting six 
shops to find the regular playing pub,” recalls Hans 
Goris, a thirty-five-year-old from Holland, explaining 
his hunt for a Magic game during a trip to London, 
“to discover they played there only on Tuesday 
nights.” 

One useful way of finding potential play groups is 
over the Internet, either on the Usenet or Internet 

Relay Chat. Messages appear regularly on the 
Usenet groups rec.games.trading-cards. magic.misc 
and rec.games.trading-cards.magic.strategy from 
players wondering where they could find a game in 
a certain area. The response rate is usually pretty 
high. 
“Having a local contact is important,” says David 

Low, an Australian currently living in Kyoto, Japan. “I 
spent over a month looking for someone who 
played here to introduce me to the local scene 
[which can appear hidden]. But one contact led to 

another, and another, and once you've 
been introduced things tend to 

snowball.” 
And then there's the phone 

book. “If I'm looking for some- 
where to play when | travel | usu- 

ally just check out a local gaming 
store,” says Jeff Franzmann of Win- 

nipeg, Canada. “They either have a place 
set up or can direct me to a place that has space.’ 

Once you do find a game it helps to make an effort 
to fit in. Be aware of cultural values if they differ. 

“Being socially acceptable is far, far more impor- 
tant than having cards or life counters,” says Low of 
his experiences in Japan. “Politeness is important, as 
isa willingness to take the first gentle step.. Show 
that you're willing to join in the culture.” 

“Try not to touch your opponents’ cards,” advises 
James Teo of players who may visit Singapore. “We 
seldom cut each other's decks, and it is usually con- 
sidered an accusation of deck stacking if you want 
to.” 
And make sure to obey the local customs. “If you 

are playing in a pub, as many groups here do, 
ensure you buy a few drinks or the landlords get 
stroppy,” warns Jan McManus, a regular Magic 
player in London. 
And one last thing: if you're traveling to a country 

where English isn’t the predominant language, try to 
use cards with the art from the basic set. Says Nel- 
son Luiz Waissman, who lives in Rio de Janeiro, “We 
want to be able to recognize a card no matter what 
language it’s written in” = —JJ.L. 

like 
Magic are.no big deal, the rest of soci- 
ety’ reaction to a popular game that uses a ao 

_ fantasy theme varies wildly. ‘ 
- “Australia tends to be rather leisure- 
oriented—generally outside activities, but ——~ 



are: sir asined the game ‘completély: premises. “The religious consider it a ‘ci 

° imagery:of thé game 
problems anywhere, not just. in thos One: of She pear things about . Nias 

game,” says Walter Theseira, an eighteen- countries. “I remember playing in an Ice “Magic i that it. provides‘something in 
year-old living there. “Mission schools Ase Sealed-Deck tournament iri Toronto,” 

CANADA & U.S. 

Los Angeles, CA (U.S.A.) 

South Coast Game Association: 

Costa Mesa Women’s Center 

(610 W. Eighteenth St.), every 

Saturday 

New York, 

Neutral 

Ground 

(291 Seventh Ave., 9th fl., 

tel. (212) 633-1288) 

Renton, WA (U.S.A.) 

Wizards of the Coast Tourna- 

ment Center (1801 Lind Ave. 

SW; tel. (206) 204-5899) 

Toronto, Ontario 

(Canada) 

401 Convenience (401 Yonge 

St., tel. (416) 599-6446) 

Winnipeg, 

Manitoba 

(Canada) 

Campaign Outfitters (#15-584 

Pembina Hwy., 

tel. (204) 452-8711) 
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{panning the Glohe in 60 Cards 
The list below was compiled while doing interviews and queries for the accompanying article and should in no way by any stretch of the imagina- 

MEXICO & SOUTH AMERICA 

Buenos Aires (Argentina) 

Duelists’ Convocation 

(Contact Juan A. Del Compare 

<sengir@ce.fcen.uba.ar>; 

tel. +541-775-8754. Direct fur- 

ther questions to Ediciones de 

Mente: tel. +541-374-7903.) 

Monterrey 

(Mexico) 

Parafernalia Av. 

(Gonzalitos 

Sur #339) 

& 

Rio de Janeiro (Brazil) 

GibiMania (Jurupari Street 19-e 

Tijuca; tel. +55-021-264-9752) 

Interativa (Republica Arabe da 

Siria At, Ilha do Governador; tel. 

+55-021-462-0431) 

EUROPE 

Antwerp (Belgium) 

The Lonely Mountain 

Avalon 

Barcelona (Spain) 

Libreria Gigamesh (R. da Sant 

Pedro, 53) 

THE DUELIST 

tion be construed as a complete listing of all the places where you can find Magic games and tournaments taking place. Rather, it’s provided to 

illustrate the breadth of how far Magic: The Gathering has spread worldwide. There are far, far more cities than those listed, and several of the 

larger, established ones (especially in Europe) are missing, but this should still give you some scope of the phenomenon we call Magic.— J.J.L. 

Berlin 

(Germany) 

Magic Dreams 

(Kirchhofstrasse 

7: tel. 030-687-61-91) 

Grumpf! (Brunowstrasse 10; tel. 

030-433-96-05) 

Spielbrett (Kurfursten Damm 

195; tel. 030-882-59-15) 

Brussels (Belgium) 

Wizard's Arena 

Budapest (Hungary) 

Holdbazis (1072 Budapest, 

Nagydiofa u. 5., 

tel. (36-1)-267-0923) 

Caen (France) 

Le Pion Mag- 

ique (155 

rue Saint 

Pierre) 

Copenhagen (Denmark) 

Faraos Cigarer (Skindergade 27° 

tel.. 45-333-222-11) 

Debrecen (Hungary) 

Computer Garazs (4029 Debre- 

cen, Lorantffy u. 2., 

tel. (36-52)-348-104) 

common for two strangers, no matter how 

Forli (Italy) 

P.T.B. (Corso 

della Repub- 

blica, 134, 134; 

tel. 0543-32435) 

Géteborg (Sweden) 

Sverok Vast (Odengatan 8; 

tel. 46-031-157030) 

TV-Spelsb6rsen (San huset; 

tel. 46-031-153530) 

Hamburg (Germany) 

Fantasy & Science Fiction 

(Wandsbeker Chaussee 45; 

tel. 040-250-66-40) 

Fantasy Workshop 

(Stephansplatz 10) 

Istanbul (Turkey) 

Gerekli Seyler (Tesvikiye 

Reasurans Carsisi, Tesvikiye. 

Contact Coskun Kocaglu; 

tel. 0-532-250-40-57.) 

Leuven 

(Belgium) 

Avalon Too 

(Naamsestraat 

The Lonely Mountain 

(Tiensestraat) 



to. Sabena a demo parties. “Ae 
some. parties, ven Magic. tourneys are 

kground to talk about. 
on traveling on’ the day. 
s released,” “remembers a y 

Hvvho lives in Baltimore, 

land. “] ‘T immediately went: toa Vir- 

tion in retrpaneatebecabee he fit the ‘jock’ 

mold rather well, while I’m about as a 

_-as they come when I want to be. And here 
~_we'were playing a game in the middle of a 

store surrounded by teenagers and com- 
puter programmers. _ 

aa Al 
the differences. in, ph 

~ ry 

ager 

Warsaw (Poland) 

(Broniewskiego 71 m. 121) 

The Gaming Circle & Comic Alley 

(3rd floor Virra Mall, Greenhills, 

San Juan. Contact Nikki Alfar; 

tel. 127-733430.) 

Hobbies & Comics/G.K. (Unit F- os 

5a, Makati Cinema Square, Bh 
Pasong Tamo, Makati.Contact  1nZaPore Pa 
sri dnpiaapbomaetigha ish Comics Mart (10 Jalan Serene, 

Quezon City 

(Philippines) 

Alternate Realities Venue 

(4th fl., Robinsons Galeria 

Ortigas Ave.) 

SA] | a” London 

~~ (U.K.) 

A Labyrinthe 

(organizers of monthly DCI- 

sanctioned tournaments; meets 

regularly; tel. 01689-855851) 

AFRICA 

Cape Town 

(South Africa) 

Claw Room (University of Paris (France) 

UOeuf Cube (rue Linnée) 

Santiago de Compostela 

(Spain) 

Cafe Bar “Sport” 

(Republica Argentina, 35) 
War Games Club 

sisi Park; tel. 011-782-6154) (Sin Tak Plaza, 3rd fl., Tokyo Qapan) 

(Seegbens : tel. 852-2721-3060) Yellow Submarine 
TV-Spelsbérsen ASIA/PACIFIC RIM (Ochanimizu; 

P Osaka tel. 81-03-3293-6266) 
(Klarabergsgatan 31 Kuala Lumpur (Malaysia) (apan) : 

tel. 46-08-200-353) The Comics Corner japan Adult Yellow Submarine 

(No. 36, SS15/4, Subang Jaya, Ga mes Association (Shinjuku; ee 
Tampere (Finland) H tel. 81-03-3345-0208) Ie 66) 

: 47500 Petaling Jaya; (contact Shinichi Takasaki iad 
Kukunor (Rautatienkatu 18) tel. +603-7347945) it le 

Tilburg (Netherlands) The Mind Shop (No. 34, JalanSS or Muneo Shibata AUSTRALIA = 

Spelkwarteir ‘Het Labyrinth’ 21/39, Damentas Utama, <nba01004@niftyserve.orjp>) Adelaide 
(Klaverstraat 9 5038) 47500 Petaling Jaya, Selangor; Australian Game Wizards 

tel. +603-7198246) Penang (Malaysia) (basement, 22 Currie St., 
Torino (Italy) 

Centro Gioco Educativo (C.so 

Cape Town) 

Johannesburg 

(South Africa) 

Future Fantasy (Shop 23, The 

Terrace, Rustenberg Rd., Victory 

Manila (Philippines) 

Ruel Carpio; tel. 844-1965.) 

Melbourne (Australia) 

Mind Games (244 Swanston St.) 

Mong Kok (Hong Kong) 

<pxk11126@niftyserve.or.jp> 

Game Kastle (Lot 441-2-2, Pulau 

Tikus Plaza, Jalan Burma; 

#02-05 Serene Centre; 

tel. 065-466-4213) 

The Black Room Pte Ltd 

(1 Coleman St. #02-39; 

tel. 065-338-9289) 

tel. 61-08-410-4010) 

Peschiera, 160; tel. 011-389134)  Chinoy’s tel.+04-2289859) Sydney : 
Restaurant > Atlantis Gaming 

Utrecht (Netherlands) (Katipunan Prince Edward (369 Pitt St.) 

The Joker (OQudegracht 230a; Road, Quezon City. Contact (Hong Kong) 

tel. 313-0233-2158) Dean Alfar; tel. 0918-808-7218 Classic Game Centre SIZ « 
or 892-8269.) (M37 Allied Plaza; “A lpg Aly 

tel. 852-2391-8871) 

Bovis 6 4) 3 
= 
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nT? the Jast Year ©Y SO, “card advantage” has been the 

catch phrase for Magic players. But why is it so important, and what can you do 

to get it? Understanding how card advantage works—the different types of 

card-advantage cards and the various, sometimes less obvious ways, that card 

advantage can be achieved—can go a long way toward improving your play strategy. 

Let’s assume for starters that in a normal 
game under normal circumstances the 

most important move you make is draw- 

ing.a card. Each card drawn grants you 
new resources in the form of lands and 
spells, as well as new ways of dealing 
with what.your opponent has put into 

play. With this assumption in mind, you 

can also equate every card destroyed or 
drawn. beyond that one per turn with an 
extra turn taken, at least where draw 

phase is concerned. Many players recog- 
nize the restricted spell Time Walk as 
one»of, the most powerful cards in 

Magic, but comparatively few realize 

that players use the spell the majority of 

the Draw 

the time to accomplish little more than 

what canbe accomplished with a Jalum 

Tome: a few mana are spent to get that 

very important extra card. 

Say that Rutger is playing a standard 

Necropotence deck and is drawing lots 
of cards, while Virginia is using a 

red/white defensive deck. Rutger’s deck 

is based around card advantage, employing 

cards like Hymn to Tourach, Hypnotic 

Specter, Nevinyrral’s Disk, and Necrop- 

otence. Virginia's deck, on the other 

hand, is filled with direct damage, crea- 

tures, Swords to Plowshares, and Disen- 

chants. 

The early game seems fairly balanced. 

Rutger plays several creature and artifact 
threats, and Virginia destroys them. 

Both players’ hands gradually shrink in 
size as they increase their mana bases 
and play out their spells. Then, suddenly, 
Rutger casts his key spell, Necropotence. 

In one turn, the Necro player draws six 

extra cards, the equivalent of six extra 
turns, and quickly overruns Virginia's 
depleted defenses with the three crea- 

tures he has drawn. 

Unless Virginia is aided by a similarly 
powerful card like Jayemdae Tome or 
Land Tax, she has virtually no way to 

combat the advantage that Rutger has 
gained and will almost surely lose. Time 
and time again, card drawing has proven 
to be a solid, almost risk-free path to vic- 
tory, so much so that many players live by 

the statement “If you draw more cards 

than your opponent, you will just win.” 

Classy Cards, 
If you really want to understand how 
card advantage works, it’s helpful to cat- 
egorize the cards that give advantage 

into nice, neat classes for easy reference. 

This categorization system was origi- 

nally conceived by my “tech” duo of 

friends, John Immordino, who at one 

time was ranked number one in the 

DCI, and Jim Weaver. 

The most basic cards in Magic, the 

single-card—effect cards are the least obvi- 

ously tied to card advantage. This class 

of cards inherently interacts on a one- 

to-one basis with other cards in the 
game: you can use one spell to eliminate 

one of your opponent’s cards. For 

example, when you Counterspell your 
opponent’s Shivan Dragon, you are 
essentially trading one card (your Coun- 
terspell) for one of your opponent's (the 
Shivan Dragon). Spells like Counter- 
spell, Swords to Plowshares, Terror, 

Lightning Bolt, and Desert Twister are 

all examples of cards in this class. 

At face value, all of these single- 

card-effect cards appear to be the antithe- 
sis of what one would assume to be card 
advantage, since by nature they can 
never affect more than a single target. 
Yet in the right situation, you can use 
them to gain card advantage. A Swords 

to Plowshares that removes a creature 
with an instant or enchantment invested in 
it gains card advantage. A Lightning 
Bolt that kills a Hypnotic Specter gener- 

ated by a Dark Ritual garners the same. 
You can also use these cards to ensure 

the survival of a more powerful card- 

advantage card if, for example, you use a 
Swords to Plowshares to destroy your 

opponent’s Scavenger Folk, which 

hanks to the 

power of the 

Jayemdae 

Tome, l.was 

able to 

weather the 

storm until the 

land finally 

showed up. 

would have been a threat to your yet-to- 

be-cast Jayemdae Tome. Efficiency is 

what keeps these single-card effects in 
competitive decks. 

The second class, the mu/ticard-effect 

cards, have a one-time use that can let 

you draw or destroy more than a single 
card. These cards are undeniably power- 
ful forces and have long been the back- 
bone of competitive decks in Classic 
(Type I) and Standard (Type II) for- 

mats. Examples of these cards include 
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Armageddon, Ancestral Recall, Hymn 

to Tourach, Primitive Justice, and Hur- 

ricane. Since they have larger, more 
powerful effects, multicard-effects cards 
generally have higher casting costs than 
their single-card counterparts. Using a 
multicard effect to eliminate fewer than 
two of your opponent's cards tend 
an inefficient use of a higher-c 
cost card. For example, Lightning Bol 
a single-card effect that inflicts 3 
age for one mana; Flare is a multicard— 
effect that deals 1 damage for t 
mana, so it would be a waste of resource 

to use Flare on only one target. 
The third class of card-advantage 

cards is permanent multicard-effects cards; 

these cards give card advantage contin- — 
uously over time. Many cards in this 
permanent class are artifacts like Dis- 
rupting Scepter. Once it’s in play, you 
can use Disrupting Scepter repeatedly to 
make your opponent discard a card. 
Other examples of these permanents 
include Browse, The Abyss, Orcish 

Artillery, and Drop of Honey. The large 
majority of creatures in Magic are also 
classified as permanent multicard effects 
since they have the ability to deal con- 
tinuous damage. Your opponent may 
block your creature with one of his or 
hers, and each time your creature sur- 

vives but your opponent's dies, you've 
gained card advantage. This class of 
cards operates somewhat inconspicu- 
ously, often granting no advantage when 
cast but facilitating dramatic, often 

game-winning dominance over time. 
The final class of cards in Magic, the 

rule-bending cards, are potentially the 
most powerful and certainly the least 
straightforward. Rule-bending cards are 
almost exclusively enchantments or arti- 

facts; they do little by themselves, but 
under certain circumstances they can 
generate unrivaled card advantage by 
first bending the rules of the game so 
that you can turn that bending to your 

favor. Mana Flare is an example of a 
rule-bending card, since it causes all 
mana-producing land to produce an 
extra mana. By itself, that does not give 
you card advantage. But if you combine 
it with Book of Rass, you're able to pay 
® and 2 life rather than @ and 2 life to 
draw a card. 

These cards also tend to create locks, 

which are the ultimate in card advantage, 

62 DECEMBER 1996 THE DUELIST 

since they render the remainder of the 
opponent’s draw phases ineffective. The 
most obvious example of this is with 
Stasis, which denies players an untap 

phase. If your opponent can't untap 
mana but you have a way of getting 
around that problem, then you've gained 
ard advantage since your opponent will 

with Kismet, which makes all of your 

opponent's lands, creatures, and artifacts 

come into play tapped, you've created an 
almost unstoppable lock, keeping your 
opponent from using any new cards put 
in play. Other examples from this subtle 
category include Time Elemental, Fast- 
bond, Nether Void, Winter Orb, Blood 

Moon, Island Sanctuary, and Arboria. 

Getting the Right Mede 
So now you know why card advantage is 
indeed an advantage, and you know the 

different classes of cards that grant card 
advantage. You know which ones are 
most effective in the long run, as well as 

when in the game you can cast them to 

get the most advantage. Now let’s look 
at why they’re effective by exploring the 
modes through which they accomplish 
card advantage. You can gain card 
advantage through card drawing, card 
destruction, or card nullification, and 

though all of these are ways to achieve 
card advantage, some means are more 

effective than others, depending on the 
situation. 

Drawing extra cards is effective in and 
of itself. Remember Rutger and Vir- 
ginia? Rutger was able to win because he 
had three new creatures in his hand, 

while Virginia’s hand resource was 
depleted. With the exception of a few 
restricted blue spells like Ancestral 

2s three times as 

rmanents as it does 

vantage equal to 

erful restricted 

ime Walk, and Braingeyser, a 
majority of the cards that gain card 
advantage through drawing are perma- 
nents that have multicard effects. The 
most commonly used of these (spells 
like Necropotence and Land Tax) have 
served as the fundamental card-drawing 
engines behind a number of competitive 
tournament decks. If you watch decks 
that are built around these cards in 
action, it’s very easy to see why card 
advantage is so important. 

Card destruction also grants card 
advantage if you eliminate more of your 
opponent's cards than you give up. For 
example, casting a Hymn to Tourach to 

rid your opponent of two cards in hand 
grants card advantage. Also, if you 
destroy your opponent’s Bog Imp that’s 
enchanted with Unholy Strength using 
a single Swords to Plowshares, you've 
similarly gained card advantage through 
card destruction. 

So what’s more effective: card draw- 
ing or card destruction? Whether it is 
cards in hand or cards in play that are 
being destroyed en masse, there is no 
denying that card advantage gained 
through this second technique is powerful — 
indeed. 7 

One of the ways to approach the — 
argument (suggested to me by my friend 
Matt Place, one of the quarterfinalists at 

the 1996 World Championships) is to 
look at it from the standpoint of ratios. 
Say that Rutger has seven cards in hand 
and Virginia has the same. After draw- 
ing up to eight, Rutger, the drawing afi- 
cionado, casts Braingeyser for five extra 

cards. This increases his hand size to 
nearly twice that of his opponent 



(171%), a substantial advantage. Rutger 

plays one or two cards and then discards 
back down to seven. On the next turn, 
Virginia draws and casts Mind Twist, 
forcing Rutger to discard five cards. 
After the random discard takes place, 

Virginia, despite having manipulated 
the same number of cards as Rutger did 
on the previous turn, now has a hand 
size that is over three times larger than 

Rutger’s (350%)! This example com- 
pares the power of card drawing and 
card destruction, and partially explains 

the relative restricted and banned status 
of Braingeyser and Mind Twist. 

Furthermore, a destruction-based strat- 

egy can operate outside of cards in hand, 
unlike a drawing-based strategy. A 
Jokulhaups that annihilates three times 
as many of your opponent’s permanents 
as it does yours can give you a card 
advantage equal to that provided by the 
most powerful restricted sorcery such as 
Braingeyser. Even casting a single 

destructive multicard effect like Dust to 
Dust or Fumarole can swing a game 

heavily.in your favor. 

Certainly, the decks that win most 

consistently embody both card-drawing 

and card-destruction strategies. The two 
most dominant deck types in Standard 
(Type II) over the last six months or so, 

monoblack Necro decks and» white/ 

green Armageddon decks, are studies in 
card advantage, and both gain that 
advantage through nearly equal parts 
card drawing and card destruction. 

Finally; card nullification is the most 

powerful and least straightforward of 
the card-advantage modes. When you 
nullify a card you are making it unus- 
able, either because your opponent can= 
not cast it.or because you've made. it 
useless for him or her to cast it. Kismet’s 
effect On»a Ball Lightning is a great 
example of card nullification. Also, you 
can create card nullification by playing 
with cards like Autumn Willow or 
Deadly Insect that can’t be targeted. 
Your opponent may have to hold a Ter- 
ror in his or her hand for a long time if 
there’s nothing to cast it on. 

Cards that work on card nullification 
are generally so powerful that they can 
seal up a game completely by themselves, 
representing the ultimate in card advan- 
tage. For example, if you cast Blood 
Moon against an opponent who is play- 

ing with all nonbasic lands, you could 
conceivably seal up a game on the first 
turn, since your opponent's land sources 
would only produce red mana. Or you 
could take out a key mana source by cast- 
ing Stone Rain or Strip Mine, thus nulli- 
fying your opponent’s next six draw 
phases, all of which are spent drawing 
spells that can't be cast. The one disad- 
vantage to the strategy of card nullifica- 
tion (and the primary reason for its 
general lack of popularity in the tourna- 
ment circuit) is its dependency on lock 
cards, which are by nature weak and 

. seeecte nee 

combo-oriented. When combined with 
Stasis, Kismet can shut down any deck 
permanently; alone, it’s merely annoying. 

Luck versus Si] 
So why does card advantage win? 
Besides the obvious reasons (more 

options, better ratios, etc.), the answer 

lies in a general property of Magic as a 
game. As much as optimists tend to 
ignore it, Magic is a game in which luck 
is often the deciding factor. When two 
players of relatively equal skill pair up 
with competent decks, the winner will 
almost always be the person with the 
luckier draw. But skill in deck building 
and card play can compensate for some 
degree of luck, and that skill often 
comes in the form of card advantage. 
Good players know how to take advan- 
tage of having good luck or of their 
opponent's having bad luck, and good 

players generally have a solid under- 
standing of card advantage. 

I was playing against my friend Yan 
and had what I thought was a good 
draw: two Mana Crypts (“During your 
upkeep, flip a coin. Opponent calls 
heads or tails while coin is in the air. If 
flip ends up in opponent's favor, Mana 
Crypt deals 3 damage to you; @: Add 
two colorless mana to your mana pool.”) 
and a Jayemdae Tome, and when he 
couldn’t deal with the artifact threat, I 
figured I had the game sealed up. Yan's 
deck employed a lot of land destruction, 
and by the fourth turn in the game he 
had destroyed every land I had in play 
and had cast a Nether Void as well. 

Well, 1 quickly discovered that’ my 
stellar draw wasn’t quite as good as I 
thought, as I failed to draw a single land 

through the next twelve draw phases. 
Under normal circumstances, no land 

for twenty-four draws (counting the 
Jayemdae Tome) would have meant cer- 
tain death, but thanks to the power of 

the single Jayemdae Tome, I was able to 
weather the storm until the land finally 

t on a Ball Lightning isa 

ble of card nullification. 

bined with Stasis, it can 

any deck permanently. 

showed up. In a game where I discarded 
twenty-four consecutive cards, I wound 

up being the winner, thanks entirely to 
the choices granted to me by the power 
of card advantage. 

Whatever style you wish to play, be it 
fast and frenzied or slow and tactical, the 

surest way to defeat your opponent con- 

sistently is by dominating him or her in 

the war of card advantage. Whatever 
style you play, though, can and should 
incorporate a mix of all classes of Magic 
cards, whether single-card effects or lock 
cards, card drawing or card nullification. 
Once you've got the right mix, you'll be 
able to focus on flawless play and pru- 
dent drawing. #* 

Brian Weissman is a student at the Uni- 

versity of California at Santa Barbara and is 
an authority on Constructed Classic (Type 
I) and Standard (Type II) play. 
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attleTech, based on the popular board game 
from FASA Corporation, is Wizards of the 

Coast's fourth trading card game, and it’s by 
far the loudest. No blood pools here—no 

hidden agendas, no faeries, no elves, and 

absolutely no “Twonky.” You're in charge of a 
field of heavily armed ’Mechs, and there’s only one thing on 
your mind: obliterate your enemy’s army and resources. From 

your Command Post, you send your troops out on missions to 
face the big guns your opponent has managed to get in place. 
Patrolling "Mechs move to intercept your aggressors; on the 

distant horizon, you can see the enemy stockpile, the primary 
goal of your attacks. Lasers criss-cross the sky as your Mechs 
engage your opponent’s guards, and the roar of missiles 
launching is deafening, even to the pilots deep inside your 
"Mechs. Shards of armor fly; Mech structures crumble under 

the thunderous barrage. It’s not the smell of napalm in the 
morning, but it’s the next best thing to being there, and both 
FASA and Wizards of the Coast think this is one battle you'll 
want to tech advantage of. 

Teching Off 
BattleTech is the final result of a joint effort from Wizards of 
the Coast and FASA that began in August of 1994. During 
the last two years, designers and developers at both WotC 
(Richard Garfield, Glenn Elliott, James Ernest) and FASA 

(Bryan Nystul in particular) considered a variety of different 
approaches to how ’Mechs in a trading card game might wage 
war. All the while, both companies strove to make the new 

game as strong and as faithful to the source material as possi- 

ble. “FASA was incredible in helping to make sure that all 
aspects of the game and the game’s atmosphere represented 
the BattleTech universe,” says lead developer Charlie Catino. 

Bryan Nystul, BattleTech line developer for FASA, Sharon 
Turner Mulvihill, FASA’s managing editor, and Jill Lucas, 

president of FASA, spearheaded this effort, providing feed- 

back on every aspect of the product design—from rules to art 

to packaging to advertising. “Everyone at FASA worked hard 
to ensure that the overall flavor of combat in the BattleTech 

universe...survived the transition from board game to card 

game,” Nystul says in his foreword to the game's rulebook. So 

fans of the original game are certain to feel right at home in 

the cockpit of the TCG. 

“The people at FASA also helped give us a different look at 
the product,” Catino adds. “The more people you can get to 
give you feedback on a game, the better your game is. This is 

especially true if those people are creative and have the experience 

in making games that the FASA people have.” 

BattleTech’s Flavor Techs...er, Text 

The BattleTech TCG takes you to a crucial moment in the 
universe’s history: many hundreds of years ago, a group of sol- 

diers left the Inner Sphere (the explored and colonized space 

where all humans live) for parts unknown. In the year 3050 

(as detailed in the Blood of Kerensky trilogy by Michael 

Stackpole), the descendants of those soldiers—now called the 

Clans—return to the Inner Sphere, bent on conquest. The var- 

ious Houses of the Inner Sphere have set aside their many 
years of civil war to join forces against these invaders, and you 
get to join in the battle. As a commander of a Mech force, you 

use your various resources and assets to construct "Mechs, get 

them into your Patrol region, enhance them with additional 

weaponry and pilots, and send them on missions to annihilate 

your opponent’s Mechs, Command Post, and Stockpile (draw 
pile). The object of the game is to completely run your oppo- 
nent out of cards while guarding your own Stockpile to the 
bitter end. 

To emphasize the dramatic story that provides the backdrop 
for the game, each card in BattleTech features brand-new fla- 

vor text commissioned just for the TCG. Michael Stackpole, 
noted author of numerous BattleTech books and other novels, 

contributed original work to the product...as did three lucky 
contest winners. 
“We ran an online contest on WotC’s Web Page,” says Ron 

Richardson, BattleTech project manager at Wizards of the 
Coast, “soliciting flavor text submissions from our customers 
for three cards—and the winners had their entries used in the 
game. All in all, it was a big success; over a two-week period, 
we had over seven hundred entries.” 

Those entries came from all over the world—the United 
States, Germany, New Zealand, Australia, and Canada. In the 

end, three talented winners won the opportunity to see their 
work in print: David Trotti of Fullerton, California; Paul Barrett 
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of Charlotte, North Carolina; and Glen Martin of Taylor, Texas. 

All three gentlemen will also receive credit in the rulebook, a 

box each of BattleTech starters and boosters, and a copy of the 
card bearing their flavor text autographed by designer Richard 

Garfield. So exactly who said war is hell? 

Mission in Action 
In the thirty-first century, there’s not much of an opportunity 

to take your "Mech for a test drive—but that’s what WotC and 

FASA did with the BattleTech TCG, playtesting it repeatedly 
to get all the bugs out. Each company asked 

select players within their business to find the 
problem cards and rules. 

“The playtest cycle went through two main 

phases,” says developer Glenn Elliott. “From 

the first cycle, we learned that the game needed 

to play much more quickly, and that it would 

be best if we kept the number of details on the 

cards to a minimum.” Elliott points out that 

Mis 
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during the original playtest cycle, some cards had on them as 

many as six different numbers, p/us a casting cost, p/us a text box! 

The second phase of playtesting, says Elliott, was much 
more intense. “Cards and rules changed on a weekly, some- 

times daily, basis,” he notes. “Keeping the playtest internal 

allowed for this sort of revision process—outside playtesters 

would have been hopelessly out of date all of the time.” 
Cards and rules changed so often because playtest fre- 

quently revealed cards that were, in one way or another, too 
confusing or too powerful. 

“All missiles and the Long Range 

were continually too good,” says Catino. 
“First, they were ‘Incredibly Ba-Roken!’ So we 

worked them over again, making them only 
“Way Too Good,’ and finally we fooled with 
them one more time. .and there they were.” 

Other cards—like Pushing the Envelope 
and Good Shooting—had to be doctored as 
well, making them less overwhelming in wee- 

opers had finished, they had over 150 "Mechs 
and over 200 Command and Mission cards ready to roll into 
combat, each of them carefully scrutinized for playability. 

“Ultimately,” says game designer Richard Garfield, “we 
made many design decisions in favor of the aggressor. Hence, 
BattleTech rewards players who go on the offensive.” 

a 

Deploy! 
With over 350 cards available in 15-card boosters and 60-card 

starter decks, featuring such noted artists as Liz Danforth, 

Tom Wianerstrand, and Randy Asplund Faith, and designed 

by Wizards of the Coast art director Roger Coad, BattleTech 

will undoubtedly hit the ground running. To support the new 

game, Wizards of the Coast will construct life-size, fully func- 
tional "Mechs and, under the tutelage of FASA strategists, will 

try to take over the world (narf!). Barring this, the company 

will continue to promote the game by providing various invita- 

tion-only BattleTech Basic Training sessions. At these ses- 
sions, retailers and distributors get a chance to learn the game 

well before its release, giving them a jump start on promoting 

and selling the product. WotC provides all participants with a 

step-by-step demonstration script to help them demo the 

game for their customers, and each retailer or distributor who 

enlists for Basic Training has a chance to win playtest cards 

autographed by Richard Garfield. So pontential players may 

find that their local retailers are able to guide them through 

the basics of the game. 

What else might the future hold for BattleTech? Garfield 

won't say, though he did provide an insightful clue to his per- 

sonal design processes. 

“When I needed to think of a card idea,” he admits, “I 

thought of cabbage. In fact, most of my card ideas come from 
meditation on cabbage.” @ 

Best known for his Magic fiction, Michael G. Ryan is a freelance 

writer and an editor at Wizards of the Coast. 

nie decks. By the time the designers and devel-- 

Encounter—which became Missile Spotter— _ 

fixed them, making them only ‘Ba-Roken!’ We — 



‘But I spoke of my dread to none, knowing the peril of an 
timely whisper, if it went astray. In all the lo 2 wars with 

2 Dark. Toner vio has ever. been our greatest foe.” — a | or 5 Bana : Grey Shek from Plo chin setae’ nds? 
Ape he Féllowship o meine PaaS 

ei > ” CS oe 

7 

stom S et for. aa 

veg ; aS ad S Ke 

Based on J. R. R. Toll at | Epic * Tales of 
The Hobbit and the Lord of the Rings 

Middle-earth: Dark Minions” is published by Iron Crown Enterprises, Inc. (ICE). Coy abbas © 1996 ToLKieN ENTERPRISES, a division of 
THE SAUL rt Company, Berkeley, CA. Middle-earth Collectible Card Game, Middle-earth: The Wizards, Middle-earth: The Dragon 

Middle-earth: Dark Minions, Middle-earth, The Hobbit, The Lord of the Rings, The Fellowship of the Rin The Two Tow aber 

The Return ihe King—and all character and places therein, are trademark properties peeeen EN ene. All rights reserved. 



MAGIC oGRIBE! 
CARD CATALOGING SOFTWARE 

CEUUEETELU ETT AUELT TTI 

Search and sort by virtually anything, import price lists from Scrye™ and others 

including casting cost, power/toughness, Search for banned or restricted 

and card text tournament cards 

Save and print customized deck views Export to HTML or text 

RE EE ofr ene ges He Br Windows. NT. . 

~ Magic Scrihe Dy Qj 
ee for Visa/MC orders, call 

== 1-800-699-8395 cx 
10 a.w. to 10 p.m. EST 

For international orders, call 803-899-6395 

Visit our web site at http://www.oz.net/rezn8 
Send checks or money orders to: 

NorthStar Solutions P.0. Box 25262 Columbia, SC 29224 

Add $5.00 shipping and handling per order. WA residents add 8.2% sales tax. 

MONEY-BACK GUARANTEE 

Customer service email: rezn8@oz.net 

©1996 REZ.N.8 Software. Magic Scribe is a registered trademark of REZ.N.8 Software. All products and brand names are trademarks of their respective compani 



VAMPIRE 
THE ETERNAL STP RUGCLE 
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—The Players Guide to the Sabbat 

he midnight dance of Vampire: The Eternal 

Struggle is filled with deadly intrigue: a battle 

for power and survival as neverending as the 

blood-soaked existence of its antagonists. Yet 

even the jaded elders of the Camarilla can feel 

dread—there are monsters in the night, and 

they call themselves the Sabbat. 

Centuries ago, the Camarilla was formed to 

protect and control the Kindred, with princes 

and Justicars enforcing the six Traditions that 

regulate the sect. Primary among the Tradi- 

tions is the Masquerade, which keeps the exis- 

tence of the Kindred hidden from mortals who 

would otherwise hunt down and destroy them. 

But not all vampires follow the Camarilla 

and its Traditions. Many of the younger vam- 

pires declared themselves “anarchs” and attack 

the princes whenever they can. Nevertheless, 

these rebels are still connected to the dominant 

clans, and can be controlled and suppressed. 

Not so the Sabbat. Its purpose is completely 

opposed to that of the Camarilla: it would 

explode that ruling sect’s pathetic attempts to 

hide from mortals. Sabbat vampires hold that 

the Camarilla serves the dark purposes of the 

first vampires, t 
] e = 

ntediluvians, who one day 

m their millennia-long torpor to 

vour all their descendants. 

The Kindred are no longer human, say they, 

but have moved to a higher order of being. 

Survival depends on accepting their inhuman- 

ity as a source of strength and freedom. Such 

awakened vampires will have the power to 

defeat the ancients when they rise—and that 

time will come soon. 

This is the setting for The Sabbat, the newest 

expansion for Vampire: The Eternal Struggle. 

Where the two sects clash, cities dissolve in 

horror and flame as marauding War Parties 

shred the fabric of the Masquerade. Though 

the outcome of the struggle cannot be foreseen, 

both sides serve the Methuselahs equally well 

in their ancient war, the Jyhad. 

SABBAT REVEALED. Clockwise from left: CRUSADE: PHILADELPHIA, a Sabbat version 

of a Praxis seizure; STEAM TUNNELS, a master location card that gives stealth; CANINE HORDE, 

a vicious alternative to Rats’ Warning. Illustrations by Dave Seeley. 
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The Sabha 

Masquerade way ; 
back when Jyhad / 
(now Vampire: / 

The Eternal Struggle) made 
its debut at our local game 
store. After six months of 
playing, we gained enough 

confidence in our abilities to 

approach Wizards of the 
Coast for information about 
playtesting V:TES and eagerly 
awaited our call to arms... 

Over eight months later, we 
received a summons from Rich 

McGatha, the playtest coordinator, to 
participate in the upcoming Sabbat 

by expansion playtest. After seconds of careful 

R. consideration and a review of our collective sched- 
Brian ules, we agreed. For the next few months, 

The Sabbat consumed much of our free time. 
Here I hope to share some of our experiences with 
playtesting, and offer some commentary about the 
expansion. 

Taking up the Gauntlet 

Playtesting the set was a monumental task. When 
the list of cards finally arrived, it was massive: full 

of typos, but also full of wonderful things. With 
over 250 new cards, we knew we had to make 

sure that each card was useful, not too 
powerful, and appropriate for the set. 
Some made an auspicious debut, then 

“/)— got emasculated halfway through the 

test, only to reappear in their original 

form near the end. Some were more 

elusive and difficult to understand at 

first, but we soon figured out the best 
v uses for them. Others remain a mys- 

| \. » tery to us; their concept bizarre and 
(Th i | | purpose unclear. Fortunately there 

weren't very many changes to be made. 

Most of the problem cards were easy to 
spot and fix (e.g., Angelica, The Canonicus 

originally allowed you to discard master cards 
for a bleed or intercept bonus). 
Certain cards, once their play value was under- 

Z. 
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stood, became quite dangerous and had to be reined 

in a little. At times this was hard to do, particularly 
when you really enjoyed using the card. One partic- 
ularly vexing example was Masochism, which gave a 
vampire with Fortitude one rush counter for every 

point of unprevented damage it suffered. This was a 
great ability, since you could use rush counters to 
pay for cards with blood costs. Unfortunately, the 

superior version allowed you to place a 
counter whenever a strike was 

declared...any strike. You could 
dodge and gain a counter; 

Ps x . maneuver out of harm’s way 

: and gain a counter; strike to 
end combat and gain a 
counter. Although we really 

liked the card, we had to 
recommend reducing its 
power to keep it in the 

spirit of the set. 
Many of the more than 

400 cards have been carried 
over from the original core; 
some of the fundamental 

cards from each 

Discipline (Blur, Enhanced 

Senses, Immortal Grapple) and 
several of the more useful master cards 

(Blood Doll, Short-Term Investment, 

Information Highway) have found new homes in 
The Sabbat. A few original cards were also reborn in 
new incarnations: some very good, others useful but 
not exciting. Expect to see a form of The Spirit's 
Touch that will allow you to prevent one point of 
damage in combat; a version of Wake with 

Evening’s Freshness that can be immediately 
replaced but costs one blood if the vampire fails to 
block; and a type of Rats’ Warning that gives a 

maneuver instead of a press. 

The Trial of Blood 

Working with Wizards of the Coast was odd at 
first, but it was satisfying to finally be treated as 
equals by those we previously looked to for answers 
and to be asked our opinion on rewrites and new 
versions of the cards. Proof of broken cards, how- 
ever, had to be compelling and based on real experi- 
ence. You could rationalize all you wanted, but 

unless you could definitively show that a card was 

broken in game play, your argument earned no 

immediate action. 
Now that the test is complete, I feel very good 

about The Sabbat. We still have concerns about 
some cards, but overall we think we did a good job 

with this set, and are eagerly awaiting the next one, 
We learned a lot about Wizards’ playtesting proces 

and appreciated having the opportunity to con- 
tribute to making a game we enjoy even better. 



It is clear that the people directly involved with this 
playtest (Paul Peterson and Rich McGatha) are very 

concerned with the future of V:TES and want only 
the best for it. 

As a stand-alone set, we think that The Sabbat falls a 

little short of its goal, primarily because of a shortage 
of vampires for the ten new Sabbat clans. The larger 
number of clans has decreased their size: unlike their 
Camarilla counterparts, each has only eleven members. 

This made it more difficult to build single-clan decks. 
As an expansion to the original set, though, The 

Sabbat is remarkably helpful. It adds new flexibility to 

many of the basic skills. Auspex can now not only 
intercept but has some small bleeding and damage- 
prevention power. Obfuscate gains some combat abil- 

ity, and Celerity gains some bleeding. Minions using 
Thaumaturgy need not wait for a second round to 
inflict heavy damage. This set also includes some cards 
that make more sense than their non-Sabdat counter- 
parts. Apportation provides Thaumaturgy with a press 
to continue or a maneuver. Secret Horde is an “invest- 

ment” that allows you to control the amount of pool 

you place on it, which is matched by the blood bank. 

The Sabbat should allow anybody to build almost any 
type of deck they wish with relative ease (except Forti- 

tude/Thaumaturgy decks; they still get pummeled). 

Overall the set feels darker, more dangerous, and more 

focused on combat than on politics or bleeding. 
Welcome to the Masquerade; may The Sabbat 

enhance your hunting pleasure. 

R. Brian Smith, Steven Beaulieu, Ethan Burrow, Greg 

Faulkner, Cory Kanahele, and Marcin Manek began their 

playtesting careers with The Sabbat. 

arnes, and Paul att Burke, Sha Pe 

& Peterson have been the central design al 

£ team for every V:TES expansion and have 

: to do a set featuring the | 
+ 

Sabbat. There has also been considerable ‘ 

fan interest: White Wolf's sourcebooks, The Players Guide to 

the Sabbat and Storytellers Handbook to the Sabbat, are both + 

popular with players of Vampire: The Masquerade. They had 
4 

also been considering a stand-alone set, akinto Magics _ 

Mirage; the Sabbat, with its own political str ct ure and varied > 

membership, was an obvious setting. lat d 

> 
directly at Vampire's Gothic-Punk at 

set is considerably darker and b 

V:TES expansions and 

thus represents an 

innovative step for Wizard 

plenty of the political 

Sabbat is much more © 

clans and vampiric Di: 

White Wolf source 

director, Jayne Ulander wo! ke 

commissioning illustrations : 

some. Shawn adds, “Every 

better, not just from a design pol 

of art.” J Another innovation in designi 

extensive playtesting, 1 ‘be 

ous expansions. The line editor, Brian Campbell, w 

involved in both preliminary review of the card set ar 

ing revision during the playtest cycle. (See “A Call to Arms’ ¥ 

for a look at the set through playtesters’ eyes.) Paul has noth- % 

ing but praise for these dedicated groups of playtesters. 

“They had plenty of great comments,” he says. “They helped 

change the set a lot.” EJ Advance response to the set has 

been very strong. Members of the design team traveled to 

various conventions through the summer to talk about The 

Sabbat and previewed playtest versions of cards to attendees. 

The reaction was “uniformly fantastic,” according to Shawn. | 

Adds Paul: “I'm very Pleased... 's going to be very true to ; 

the feel of the Sabbat.” & _ - 
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BSLESELSRES 

Bestial Visage 
Bewitching Oration 

. Billy 

. Black Spiral Buddy 
Blaise 

Bribes 

Call the Lamprey 
Camarilla Threat 
Camarilla Vitae Slave 
Cameron 
Campground 
Hunting Ground 
Canine Horde 
Cardinal Benediction 
Cardinal Sin: 
Failure of Mission 

2 blood 

Cardinal Sin: insubordination 
Carrion Coffin 
Carrion Crows 
Carter 
Catatonic Fear 
Cats’ Guidance 
Cauldron of Blood 
Celerity 
Changeling 

2 cap 

POT obf 
Sabbat 
OBT POT dom pre 

Brujah Antitribu 

pre 
OBT DOM POT cel obf 

AUS ANI vic cel obf 
OBT DOM POT thau 
Combat 
Combat 

Toreador-A 
Toreador-A 
Toreador-A 
DEM OBF for aus cel 

OBT dom pot for 

Presence 
THAU DOM AUS OBT pre 

CEL POT PRE dom obt 
thau dom 

Brujah Antitribu 
THAU DOM aus pre 
ANI OBF POT PRE dom 
PRO ANI dom aus 
ANI OBF POT cel 
Obtenebration 

Lasombra 
dom pot 

Gangrel Antitribu 

Combat 

Tremere Antitribu 
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Dylan 
Eldritch Glimmer 
Elysian Fields 
Enchanted Marionette 
Enhanced Senses 
Entombment 
Escaped Mental Patient 
Ethan Locke 

Excommunication 
Eyes of Chaos 

Eyes of the Night 
. Fade from View 
. Fake Out 
. Fast Hands 
Femur of Toomier 
Festivo dello Estinto 

. Fetish Club Hunting Ground 
Fire Dance 
Fire in the Blood 
Flamethrower 

AUS ANI vic 

Nosferatu Antitribu 
Potence 
Combat 

Protean 
CEL pre dom 

AUS FOR dom vic ani 
AUS PRE cel pot 
AUS ANI vic 
Reaction 
dom for aus cel pro 
Thaumaturgy 

Toreador-A 
OBT DOM obf pot 
Reaction 
Tzimisce 
OBT dom obf 

AUS OBF DEM dom cel 
thau 
Obfuscate 
vic 
Vicissitude 
pro 
POT vic pre 
Sabbat 
THAU AUS DOM 
CEL PRE aus 
pot dom obt 

Potence 
AUS DEM pro vic obf 

Tremere Antitribu 

TYPE/BORDER 

Tzimisce 
Master 
Action 

Equipment 
Political Action 

Political Action 
Political Action 
Political Action 
Political Action 
Political Action 
Political Action 
Political Action 
Thaumaturgy 

Action Modifier 
Action 

Nosferatu Antitribu 
Action Modifier 

Ally 

Combat 

Tremere Antitribu 
Action 
Tzimisce 
Combat 
Pander 
Brujah Antitribu 
Master 
Tremere Antitribu 
Toreador Antitribu 
Lasombra 
Combat 
Malkavian Antitribu 
Master 
Retainer 
Master 
Master 
Ventrue Antitribu 
Action Modifier 
Master 
Action 
Political Action 
Brujah Antitribu 
Brujah Antitribu 
Toreador Antitribu 
Pander 
Nosferatu Antitribu 
Toreador Antitribu 

ARTIST 

Chris Rush 
John Scotelio 
Michael Astrachan 
Mike Weaver 
Richard Thomas 
James Alien Higgins 
Clint Langley 
Drew Tucker 
Heather J. McKinney 

Andrew Robinson 
Dave Seeley 
Clint Langley 
Clint Langley 
Hannibal King 
Sue Ann Harkey 
Peter Kim 
Ted Naifeh 

Pete Venters 
Matt Cavotta 

Randy Gallegos 
Alan Rabinowitz 
Peter Kim 

Eric LaCombe 

L.A Williams 

Doug Alexander 
T. Bradstreet & G. Goleast 

T. Bradstreet & G. Go 

Ash Amett 
Ken Meyer, Jr. 
Mike Dringenberg 
Drew Tucker 
Pete Venters 



CARD TITLE 

. Juan Cali 
203. Kendrick 
204. Kij Dansky 
205. Kindred Spirits 

206. Korah 7 cap 
207. Kurt Strauss 5 cap 
208. Lachlan, Noddist 8 cap 
209. Lambach 10 cap 
210. Laptop Computer 1 blood 
211. Lazverinus, 10 cap 
Thrall of Lambach 

212. Leather Jacket 
213. Legacy of Caine 
214. Legacy of Pander 
215. Lena Rowe 3 cap 
216. Leon 3 cap 
217. Library Hunting Ground — 2 pool 
218. Lightning Reflexes 1 blood 
219. Lisette Vizquel 6 cap 
220. Living Manse 1 blood 
221. Lolita 3 cap 
222. Lolita Houston 4 cap 
223. Lost in Crowds 
224. Luther 6 cap 
225. Lyndhurst Estate. 3 blood 

New York 
226. Machine Blitz 
227. Malkavian Derangement: 

Paranoia 
28. Malkavian Game 
229. Manstopper Rounds 
230. March Halcyon 1 cap 
231, Marked Path 

232. Marlene, The Infernalist 6 cap 
233. Masochism 
244. Matteus, Flesh Sculptor 10 cap 
235. Meat Cleaver 1 pool 
236. Media Influence 1 blood 
237. Melange 
238. Meshenka 8 cap 
239. Mind of a Child 3 blood 
240. Mind Rape 2 blood 
241, Mind Tricks 1 blood 
242. Mistaken identity 1 blood 
243, Mitchell, The Headhunter 2 cap 
244, Mob Connections 
245. Monique 5 cap 
246. Monomancy 
247. Muriel Foucade 5 cap 
248. My Enemy's Enemy 
249. Nephandus (Mage) 2 pool 
250. Nigel the Shunned 5 cap 
251. Night Moves 
252. Nosferatu Kingdom 2 pool 
253. Obedience 
4. Obfuscate 
255. Obsession 2 pool 
256. Obtenebration 
257. Olivia 5 cap 
258. Orgy of Blood 
258. Out of Control 2 pool 
260. Pack Tactics 1 blood 
21. Palla Grande 
%2. Passion 
263. Peace Treaty 
264. Pentex™ Loves You! 2 pool 
285. Pieter 6 cap 
266. Plasmic Form 1 blood 
267. Political Antagonist 2 pool 
268. Political Hunting Ground 2 pool 
269. Political Seizure 2 pool 
270. Political Stranglehold 
271. Political Struggle 
272. Potence 
273, Power Structure 
274. Powerbase: Mexico City 2 pool 
275. Powerbase: New York 1 pool 
76. Precognition 
277. Presence 
278. Preternatural Evasion 
279. Primal instincts 1 blood 
280. Propaganda 2 blood 
21. Protean 
262. Pulse of the Canaille 3 blood 
283. Pursuit 
284. Pushing the Limit 1 blood 
285. Quentin 9 cap 
26. Quick Exit 
287. Quick Meld 

288. Quickness 1 blood 
289. Quira, The Bitch Queen 6 cap 
20. Ramiro 4 cap 
21. Rapid Change 1 blood 
22. Rapid Thought 
233. Raptor 2 blood 
234. Recruiting Party 
2%. Recruitment 2 pool 
286. Redirection 
237. Reform Body 
28. Regaining the Upper Hand 
28. Regeneration 
0. Remilliard, Devout Crusader 4 cap 
M1. Resilience 
32. Restoration 
203. Revelations 1 blood 
3M. Revenant 1 blood 
35. Reverend Blackwood 6 cap 
‘6. Rex, The Necronomist 3 cap 

CLAN/DISCIPLINE 

for aus 
ANI POT obf aus 
THAU AUS DOM obt 
Action 
DEM OBF AUS ani 
DOM aus thau 
AUS CEL PRE dom 
VIC DOM AUS ANI pre 
Equipment 
AUS DOM FOR POT pro 

Equipment 

Reaction 

Combat 
Combat 
Presence 

Auspex 
Combat 

Combat 
AUS DOM FOR cel obt 
Combat 
Combat 
Celerity 
OBF AUS thau obt 
dom obt vic 

Action Modifier/Combat 

TYPE/BORDER 

Equipment 
Toreador Antitribu 
Tzimisce 
Obfuscate 
Gangrel Antitribu 
Equipment 

Combat 

Gangrel Antitribu 
Action 
Malkavian Antitribu 
Reaction 

Ally 
Nosferatu Antitribu 

Action 
Master 
Reaction 
Master 
Master 
Master 
Nosferatu Antitribu 
Combat 
Master 

Master 
Dementation 
Political Action 
Master 
Gangrel Antitribu 
Vicissitude 

Ally 
Master 
Master 
Political Action 
Action 
Master 
Master 
Master 
Master 
Auspex 
Master 
Celerity 
Auspex 
Combat 
Master 
Action 

Combat 

Tremere Antitribu 
Pander 

ARTIST 

Mike Weaver 
Michael Astrachan 
Ken Meyer, Jr. 
Mark Tedin 
T, Bradstreet & G. Goleash 
Ken Meyer, Jr. 
Drew Tucker 
Mike Dringenberg 
Mike Dringenberg 

Clint Langley 
Philip Tan 

Patrick Kochakji 
Mike Raabe 
Ken Meyer, Jr. 
Harold Arthur McNeill 

Dave Seeley 
Larry Snelly 
T. Bradstreet & G. Goleash 
Jason Alexander Behnke 
Richard Thomas 
L.A Williams 
Larry Snelly 
Mark Tedin 
Alan Rabinowitz 
Pete Venters 
Harold Arthur McNeill 
Greg Loudon 
Patrick Kochakji 
Diana Vick 
Thea Maia 
Michael Astrachan 
Mike Weaver 
Peter Venters 
Pete Venters 
Brian Ashmore 
John Scotetlo 
Fred Harper 

Brian Ashmore 
Patrick Kochakji 
Randy Gallegos 
Patrick Kochackji 
Fred Harper 

Ted Naifeh 

Eric LaCombe 
Mike Dringenberg 

Jeff Miracola 
Kevin McCann 
Ken Meyer, Jr. 
Joe Ziolkowski 
Hannibal King 

Kevin McCann 
John McCrea 
Mike Dringenberg 
Jeff Miracola 
Randy Gallegos 
Craig Maher 
Pete Venters 
John Bolton 
Craig Maher 
Clint Langley 

Clint Langley 
L.A. Williams 
Will Simpson 
Max Shade Fellwalker 
Mike Dringenberg 
Karl Waller 
Ash Amett 
Ash Amett 
Pete Venters 
John Bolton 
Philip Tan 
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CARD TITLE 

307. Richard Tauber, 
Ayelea’s Puppet 
Richter, 

. Zachary 

The Templar of Du Mont 
. Rigby, Crusade Vanguard 5 cap 
. Rolling with the Punches 
Royce 1 cap 

. Rumor Mill, 1 pool 
Tabloid Newspaper, The 

Sabbat Inquisitor 
Sabbat Priest 

. Sacrament of Carnage 1 blood 
Sacrifice 

. Sadie 2cap 
Salinger 9 cap 
Samantha 10 cap 

. Samson 2cap 
Sarah Brando 3cap 
Scouting Mission 
Screw the Masquerade! 
Scrying of Secrets 1 blood 
Secret Horde X pool 

Sela 6 cap 
Sermon of Caine 
Shade 1 blood 

. Shadow Body 1 blood 
Shadow Court Satyr 3 pool 
(Changeling) 
Shadow of the Beast 1 blood 

Shadow Play 1 blood 
Shadow Step 
Shane Grimaid 4 cap 
Shanty Town 2 Pool 
Hunting Ground 
Sheila Mezarin 6 cap 
Short-Term Investment 1 pool 
Shotgun Ritual 2 blood 
Shroud of Night 0 blood 
Side Strike 
Skin of Rock 
Slaughtering the Herd 2 blood 
Slave Auction 1 pool 
Sleeping Mind, The 1 blood 
Social Charm 
Song in the Dark 2 blood 
Song of Serenity 
Soul Burn 1 blood 
Speed of Thought 1 blood 
Spirit Summoning Chamber 2 pool 
Spirit's Touch 
Sport Bike 1 pool 
Staredown 
Steam Tunnels 
Stravinsky 9 cap 
Submachine Gun 4 pool 
Succubus 4 pool 
Sudden Reversal 
Summon the Abyss 3 blood 

. Sunrise Service 
Superior Mettie 1 blood 
Surprise Influence 
Survivalist 2 pool 
Swallowed by the Night 
Sword of Judgment 2 pool 
Telepathic Counter 

Terror Frenzy 1 blood 
Thanks for the Donation 
Thaumaturgy 
Theft of Vitae 
Thelonius 4cap 
Threats 

. Thrown Gate 
Tier of Souls 

. Tithings 
Tommy 3 cap 
Transfer of Power 
Trap 

Tribute to the Master 

Twisted Forest 2 pool 
Twisting the Knife 1 blood 
Unacceptable Appearance 
Undead Persistence 
Undead Strength 
University Hunting Ground 2 Pool 
Unnatural Disaster 2 pool 
Up Yours! 1 blood 
Using the Advantage 1 pool 
Vanessa 6 cap 
Vasantasena 9 cap 
Vaulderie 
Ventrue Investment 

Vicissitude 
Vicissitude Poisoning 
Victor Revell, Loyalist 5 cap 
Violet Tremain 6 cap 
Virgil 8 cap 
Voter Captivation 
Walk of Flame 

. Walk through Arcadia 1 blood 

War Ghoul 3 pool 
War Party 
Wave of Insanity 
Wendy Wade 3 cap 
White Phosphorus Grenade 1 pool 

. Wolf Claws 1 blood 

Wolf Companion 1 blood 
Yong-Sun, Harmonist 10 cap 

Yorik 3 cap 

CLAN/DISCIPLINE 

AUS thau 

CEL OBF PRO thau ani 
dom 

Action Modifier 
Action 
Animalism 
Combat 
Combat 
Celerity 
Tremere Antitribu 
Reaction 

Combat 
Nosferatu Antitribu 
VIC AUS ANI pot 

Tremere Antitribu 

Obtenebration 

Combat 

Brujah Antitribu 
Action Modifier/Combat 
Brujah Antitribu 
Reaction 
Animalism 
Dominate 

Combat 
thau dom aus 
Action Modifier 
Combat 
Animalism 

pot ani 

DOM FOR aus pre 
AUS DEM OBF dom pot 

Ventrue Antitribu 

CEL aus pre dem 
vic dom thau pre 
AUS DEM OBF cel 
Presence 
Thaumaturgy 
Malkavian 

Animalism 
ANI OBF POT THAU aus 
obf dem 
CEL OBF PRO pre for 

HE DUELIST 

TYPE/BORDER 

Brujah Antitribu 

Thaumaturgy 

Tremere Antitribu 

Ventrue Antitribu 
Malkavian Antitribu 

Hit 

Retainer 
Nosferatu Antitribu 
Malkavian Antitribu 
Gangrel Antitribu 
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Ken Meyer, Jr. 
Harold Arthur McNeill 
David Ho 
Alan Rabinowitz 
T, Bradstreet & G. Goleash 
David Fooden 
Drew Tucker 
Thea Maia 
Richard Thomas 
Darryl Elliott 
Jeff Klimek 
Clint Langley 

Ash Armett 
Michael Astrachan 

Max Shade Fellwalker 
Alan Rabinowitz 
Philip Tan 
Greg Loudon 
Alan Rabinowitz 
Ron Spencer 
Kari Waller 
Pete Venters 
Drew Tucker 
Tom Gianni 
Scott Fischer 
Brian Ashmore 
Mark Tedin 
Tom Gianni 
Drew Tucker 
Chris Rush 
Scott Fischer 
Ron Spencer 
Zina Saunders 
Kevin McCann 
Doug Alexander 
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Grand Prize 
Magic: The Gathering 

Multiverse Gift Box and 

a box of Visions” boosters 

10 First Prizes 25 Second Prizes 
Magic: The Gathering Magic: The Gathering Multiverse 
Multiverse Gift Box and Gift Box and 5 Visions boosters 

10 Visions boosters 

Solve the puzzles for a chance to win! 
Rules 

No purchase required, Enter as many times as you like. Mail each entry separately to The Duelist/Multiverse Contest, Wizards of the Coast, Inc., P.O. Box 707, Renton, WA 

98057-0707, U.S.A. No mechanical reproductions of completed forms will be accepted, but you may photocopy the entry form before filling it out. All entries must be received by 
December 31, 1996. Winners will be selected in a random drawing from all eligible entries by Wizards of the Coast, Inc. (“Wizards”), at the offices in Renton, Washington, on or before 
January 31, 1997, and notified by mail within approximately 30 days of drawing. Entries will not be acknowledged, will become exclusive property of Wizards, and will not be returned. 

Odds of winning depend on total number of eligible entries received. Grano Prize (1): a Magic: The Gathering Multiverse Gift Box and one box of Visions boosters 
(approximate retail value $126.15). First Prize (10): a Magic: The Gathering Multiverse Gift Box and ten Visions boosters (approximate retail value $49.45). Secono Prize (25): a Magic: The 
Gathering Multiverse Gift Box and five Visions boosters (approximate retail value $34.70). Prizes not exchangeable, transferable, or redeemable for cash. No substitutions of prizes will 
be allowed should featured prize(s) become unavailable, except at option of Wizards. Applicable taxes and fees are responsibility of winners. Noncompliance of time parameters or 
return of any prize or prize notification as undeliverable will result in disqualification. 

Contest open only to residents of U.S. (except Rhode Island) and Canada (except Quebec). Contest not open to employees of Wizards and its affiliates or their family 
members. Contest is subject to federal, state, local, and provincial regulations and is void where prohibited or restricted by law. Winner's entry and acceptance of prize constitutes 
acknowledgment of the following: permission for Wizards to use, without payment, winner's name, photograph, or other likeness for purposes of advertising and/or promotions; 
Wizards has neither made nor is in any manner liable for any warranty, representation, or guarantee express or implied, in fact or in law, relative to any prize; a warranty that material 

contained in entry is original, public domain, Wizards owned, or used with the unlimited consent of the owner and that it does not infringe on the rights of any other person or entity; 

an agreement to fully indemnify Wizards for all claims arising out of a breach of this warranty; and a full, unlimited, exclusive transfer of any and all rights in entry. To receive prize, 
winner may be required to sign waiver and release. Wizards is not responsible for illegible, incomplete, late, misdirected, lost, or postage-due entries. Wizards's decision is final with 
respect to all matters relating to this contest. 

For names of prize winners, send stamped, self-addressed envelope to The Duelist/Multiverse Contest Winners, Wizards of the Coast, Inc., P.O. Box 707, Renton, WA 
98057-0707, U.S.A. 

THE 

. Wizaros of tue Coast, The Duelist, Magic: The Gathering, Multiverse, Mirage, and Visions are trademarks of Wizards of the 

D ST Coast, Inc. Contest designed by Mark Rosewater. Illustrations by John Coulthart, Una Fricker, Tom Kyffin, 
Terese Nielsen, Kev Walker, Greg Simanson, Pete Venters, Kaja Foglio, Roger Raupp. ©1996 Wizards of the Coast, Inc. OF THE COAST 

All rights reserved. 
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ee _ Dark Privilege 
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Gathering 

Multiverse Gift 
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Visions card. 
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The Duelist/Multiverse Contest 
Wizards of the Coast, Inc. 

P.O. Box 707 

Renton, WA 98057-0707 

Name 

Address 

City 

Phone Number 



GETTING YOUR RANK JUST Gor ey aIER 

LONG-DISTANCE CALLING AND ACCESS TO THE 

MOST UP-TO-DATE PLAYER RANKINGS ARE 

NOW AT YOUR FINGERTIPS. WITH A 

MAGIC: THE GATHERING® PREPAID® 

PHONE CARD FROM MCI PREPAID 

YOU CAN DIAL INTO OUR 

INTERACTIVE VOICE RESPONSE (IVR) 

SYSTEM OR CALL VIRTUALLY 

ANYWHERE IN THE 

CONTINENTAL U.S. OR 

AROUND THE 

WORLD. 

NO ACCESS CHARGES, 

NO FUMBLING FOR 

COINS, NO MORE 

WONDERING WHETHER 

YOU'VE MADE IT INTO 

THE NEXT PROFESSIONAL 

TOURNAMENT! 

PREPAID MAKES IT SIMPLE. 
¢ USE ANY TOUCH-TONE PHONE 
¢ ACCESS OUR IVR FOR THE FRESHEST, MOST UP-TO-DATE DCI RANKINGS. 
¢ GET PLAYER RATINGS FOR ARENA™—THE LEAGUE FOR MAGIC: THE GATHERING. 

COMING TO YOUR LOCAL RETAILER 

IN NOVEMBER! 

MAGIC: THE GATHERING PHONE CARDS ARE FULLY RECHARGEABLE WITH A MAJOR CREDIT CARD. 24-HOUR MC! 

PREPAID DOMESTIC CUSTOMER SERVICE INCLUDED. SERVICE IS PROVIDED BY MCI TELECOMMUNICATIONS 

CORPORATION PURSUANT TO ITS TARIFF FCC No. 1 AS AMENDED, AND ANY APPLICABLE STATE TARIFFS. 

oe a Bryn 

Wizards MCI PrePaid’ AGIC 
THE Coast, Magic: The Gathering, ar 

MCI and MCI PrePaid are ser 

f Cc st, Inc. Illus. by Doug! St 
QOR Wirarde at 
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Reports on Trading Card Games 
The New Dice 

ince its release last year, 

Lester Smith’s fun, innovative 

Dragon Dice (TSR, Inc.) has 

sold nearly 14 million dice, an 

average of 47,000 a day. TSR 

prefers the term “expand- 

able” to “collectible,” but 

many fans strive to complete 

a set. (The first two com- 

plete sets of Dragon Dice went to 

Wizards of the Coast staffer Glenn 

Elliott. So said TSR Vice President Jim 

Ward when Elliott traded a 

box of Legends for a huge 

bag of dice at last year’s 

GenCon in Milwaukee.) 

The surest signs of the 

game’s novelty and success 

were its awkward growing 

pains, which recall the 

Alpha/Beta edition of 

Magic: The Gathering. 

Dragon Dice's original 

slender rules sheets 

spawned an eighty-page Fre- 

quently Asked Questions file 

and, later, a rules revision to 

reduce the effectiveness of 

magic. The first expansion series, Amazons, 

saw sorting problems. Now TSR has evi- 

dently worked the wrinkles out of its 

rules and production, and the game 

continues to build momentum. 

The remarkable success of Dragon 

Dice has spawned a new category. It’s 

encouraging that all these new dice 

games—and an early precursor, last year’s 

Throwing Stones—take completely dif- 

ferent design approaches. 

Lester Smith’s second game in the form, 

Chaos Progenitus (Destination Games), 

appeared at GenCon this August. Smith 

left TSR last year to start Destination with 

Tim Brown, another former TSR staffer. 

Chaos Progenitus (its original name, 

“Chaos Marauders,” had trademark prob- 

lems) concerns a slugfest between 

chimerical, other-dimensional monsters. 

It's encouraging 

that all these new 

dice games take 

completely different 

design approaches. 

Each die represents a body part; a thir- 

teen-die creature may have any weird 

combination of limbs, brains, tentacles, 

and weapons. You lose when you run 

out of body parts to roll. Play moves fast 

but is somewhat limited by the lack of 

maneuvering; and, even more than in 

Dragon Dice, it’s hard to recover 

once you fall behind. 

Iron Crown Enterprises’ Dicemaster™ 

uses much prettier dice to simulate a 

character’s journey across a monster- 

infested landscape. You roll 

terrain die to terrain die, roll 

dice at each stop, and search 

cities for the six runic clues 

you need to win. Play is said 

to be slow but flavorful. The 

basic Cities of Doom set and 

the Wilds of Doom expansion 

are, for the most part, fixed 

sets. Randomly sorted Doom 

Cubes boosters permit an 

advanced game. 

If Magic history is a 

guide, none of the new 

dice will roll over Dragon Dice 

until and unless they land a major 

license. Like Magic, DD has prompted 

financial euphoria and irrational players. 

provisions dice to move from 

weapons to fight the monster 

At GenCon the DD fervor showed in the 

long lines at the giant gumball machine 

that dispensed promotional DD dice 

for fifty cents each. One evening a TSR 

employee threw a big blue die in front of 

me and said, “Want a collector's item? 

Hold up that die in the Exhibitors’ Hall, 

shout ‘Forty bucks!’ and you'll sell it like 

that.” He snapped his fingers, then threw 

down a red die. “Here, take this common 

die, too. You can get maybe forty cents 

for that.” 

| looked at the two dice.““These are 

exactly the same,” | said. He laughed. 

No! No! The blue die is rare!” 

— Allen Varney (<APVarney@aol.com>) 

GAME NEWS & UPDATES 

For more information, contact the email 

address or website at the end of each 

entry. An excellent source of news on the 

World Wide Web is Sprig’s CCG Ware- 

house <www.1itis.com/other-games>. 

@ Arcadia (White Wolf Game 

Studio, Atlanta, GA): The second 

game of the trilogy, King Ironheart’s 

Madness, is due in December (15-card 

Story Boosters and Character Boosters, 

$2.50). “Characters must race against 

time to discover the secret of Iron- 

heart’s power before his armies over- 

whelm Lord Gamine’s forces in 

Ardenmore.” Players can carry over 

characters from Wyld Hunt or start 

anew. <wolfmail@aol.com> 

m@ Dark Age (FPG, Pittsburgh, PA): 

The Brood, November's 225-card sequel 

to Feudal Lords, is a separate game with 

different rules, but Brood decks can 

play against Feudal decks. The set con- 

cerns “genetically engineered beings 

gone amuck,” says Dave Gentzler, co- 

designer (with Luke Peterschmidt). 

“Brooders” can grow stronger 
during play by flipping up cards 

with growth numbers—but good 

growth numbers also bring unfor- 

tunate mutations. The game uses all 
the artists from Feudal Lords except 
Timothy Bradstreet. 

@ FPG’s Guardians is now entering 

a “lull,” says Gentzler, while designer 

Keith Parkinson prepares a large 
Dinotopia-style art/fiction book for 

Ballantine. <fpgqna@aol.com> 

@ Highlander (Thunder Castle 

Games, Kansas City, MO): Mike 

Sager’s 100-card Watcher's Chronicle 

expansion, the second based on the Fox 

TV series, appears in November (15- 

card boosters in three rarities, $2.95). 

For a planned November expansion to 
August's Highlander Movie Edition, 

Thunder Castle has had problems 
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securing the right to use images of Sean 

Connery, who played Ramirez in the first 

movie. Company president Sager has 

not revealed how he would handle a 

Connery-less set but said the issue would 

be decided by October. Thunder Castle 

plans a Highlander RPG next spring. 

<TCGames@aol.com>; Web: 

<www.tcgames.com> 

@ Legend of the Five Rings (Five 

Rings Publishing, formerly Alderac 
Entertainment Group, Bellevue, WA): A 

beginners’ box, Battle of Beiden Pass, 
should be out now ($29.95). The set 

includes two fixed decks (Crab clan vs. 

Lion) and an improved rulebook. Later 

this year comes Anvil of Despair, a 152- 

card expansion sold in starters and boost- 

ers. Designed by the regular LSR team 
(Dave Williams, Ryan Dancey, John 

Zinser, John Wick, D. J. Trindle), Anvi/ 

introduces two new clans (Toturi’s Army 

and Yugojunzo’s Horde) and a new card 
type: ancestors, followers that give 

bonuses to their clans. At this year’s 

GenCon in Milwaukee, Five Rings gave 

away 10,000 free L5R decks. 
<mouse@frpg.com> 

@ Middle-earth: The Wizards (Iron 

Crown Enterprises, Charlottesville, VA): 

The second expansion, Dark Minions, 

should be out now. The 180-card set 

introduces minions, active character- 

related hazards (Grima Wormtongue, 

Bill Ferny) who move among sites to hin- 

der companies; Under-deep sites, accessi- 

ble only from specific “surface” sites, and 

accompanying Lost Items, playable only 

in the Under-deep; and Quests to 

Sauron’s strongholds. New rules intro- 

duce capture of prisoners, morale, and 

new Undead strategies. A large expan- 
sion, The Lidless Eye, appears early next 

year. <metwice@aol.com> 

@ Mythos (Chaosium, Albany, CA): 

The unlimited edition Standard Game 

Set, with two fixed 52-card decks, ships 

on Halloween. The Steadfast deck’s 

theme relates to H. P Lovecraft’s life in 

New York with his wife, Sonia Greene, 

and their friends; the opposing Corrupt 
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deck is based on HPL’ story “The Whis- 

perer in Darkness.” The 200-card Dream- 

lands limited stand-alone expansion 

should be out by year’s end. 

<chaosium@aol.com> 

@ On the Edge (Atlas Games, 

Roseville, MN): In place of the long-dor- 

mant plans for a Wetworks expansion, 

John Nephew and Robin D. Laws are 

designing The Chaos Plague, a stand- 

alone, fixed-deck game (compatible with 

OTE) for release in the first half of 1997 

fotete) | | (Chaosium) 

At GenCon this August, Charlie 
Krank of Chaosium announced that 
the company has acquired rights to 
publish a trading card game based 
on the computer game Doom 
(id Software). The most popular 

computer game in PREVIEW peesceca a vertiginous, 

high-speed violence-fest where 
players run through corridors and 
shoot every- 

thing that 
moves. Krank 
says the card 

game will 
offer “better 
motivation 
and more 
rationale” for 
play than simply piling up bodies, 
and that the card version will 
explore “more than you find out in 
the computer game.” Design work 
has not yet begun. Krank says the 
card game may appear as early as 
next summer, to tie into a possible 

_ Doom movie. Details in later 
issues. <chaosium@aol.com> 

In the game, the Control-dominated 

island of Al Amarja collides catastrophi- 

cally with an alternate reality where 

Chaos reigns. A new edition of the Over 

the Edge RPG should be out now, and a 

game-related novel by Laws, Pierced 

Heart, is due in October. 

<atlasgames@aol.com> 

@ OverPower (Fleer/SkyBox, Mt. 

Laurel, NJ): DC OverPower, a long- 

planned stand-alone compatible game 

using the Superman and Batman charac- 

ter families from DC Comics, appeared 

in September (62-card starters, $8.95; 

9-card boosters, $1.75). DC OverPower 

works with the Marvel version but adds a 

new ability, Intellect. (1-800-OP-RULES) 

@ Quest for the Grail (Stone Ring 

Games, Austin, TX): Knights of the Isles, 

scheduled for October, introduces Scot- 

tish and Irish knights plus a new card 

type, seasonal events. About a third of the 

135-card set (three rarities) uses new art 

by Randy Asplund-Faith, April Lee, and 

others. Fourteen-card boosters ($2.75) 

include two rares. Stone Ring planned a 

September release for a gift box with two 

random starter decks plus four new pro- 

motional cards out of a set of fifteen. The 

promo cards will also be distributed in 

magazines and at conventions. 
<srgames@aol.com> 

@ Star Trek®: The Card Game 

(Fleer/SkyBox): (See review p. 85.) 

@ Star Wars CCG (Decipher): Hoth, 

first of three 162-card 

expansions based on the 

second movie, is now 

scheduled for Novem- 

ber. Dagobah is planned 

for February; Bespin, for 

next October. This Jan- 

uary, Parker Brothers 

will distribute another 

introductory two-player game, this time 

based on The Empire Strikes Back. The 

future of the Shadows of the Empire 

expansion is uncertain; some cards 

planned for Shadows will instead appear 

in a Special Edition expansion projected 

for June, 1997 This set draws on the new 

footage Lucasfilm has produced for the 

twentieth anniversary re-release in May 

of the first Star Wars film. 

For those who like to plan ahead, 

Decipher has announced three Return 

of the Jedi expansions (Tatooine, Endor, 

and Death Star) for release in February, 

June, and October, 1998. <CCG 

CustomerService@decipher.com>; 

Web: <www.decipher.com> 

@The X-Files (NXT Games/U.S. 

Playing Cards, Cincinnati, OH): 

(See review p. 81.) & 
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Be part of the Magic” that will make this sale our biggest and best ever 

As Iguana’s Comic Book Cafe enters its fifth and most 
successful year in business yet we wish to say thank 
you in one on the best ways we know how. We are 
throwing the largest and possibly the first Magic 
phone sale ever for you, our customer. For two days in 
mid-December (just in time for The Holidays) we will 
be slashing prices on every collectible card game in 
stock. Every single, every box and every set. Nothing 
will be held back! If you've ordered from us in the 
past and enjoyed our great service, or if you've always 
wanted to buy that mox, invest in a mint Arabian 

STAR. 
WARS: 
CUSTOMIZABLE CARD GAME 

: IGUANATHON PHONE SALE — Everything will be on sale. 
Call for the best prices 

Monday, December 16th ¢ Tuesday, December 17th. 

All Magic sets 10-70% off 
All Magic singles 10-90% off 

All in print Magic boxes will be so low 
we cannot print them here! 

ing orders from 9AM til midnight CST both days. 

The first 100 orders over $100 will receive 

one Mana Crypt (valued at $20) 

iGualy’s COMIC DOOK Cafe 
| 123 N. Linn St., #1-A © Iowa City, IA 52245 

Phone: (319) 338-0086 
| Monday-Saturday 11-6 CST ¢ Sunday 1-4 CST 

Magic: The Gathering, Arabian 4 

It’s all on sale for two days only. Our phone staff will be tak- 

Nights set, or just pick up a few singles for your new 
deck, now is the time to discover how you can get 
great cards at incredible prices in a fast, professional 
manner. We will be slicing our margins as thin as pos- 
sible to say thank you to our old friends and welcome 
aboard our newest customers. 

We anticipate the response to this sale to be phenome- 
nal, so call early. For your convenience our phone sales 
staff will be processing orders from 8AM until midnight 
Tuesday December 17th. 

EVERY PERSON who orders (minimum $24.00) is eligible to 

receive one of the following while supplies last: 

One Arena and Sewers of Estark Combo for $1.50 

One pack of Italian Dark for $1.00 
One revised 3rd Edition booster for $3.00 

(Limited Quantities are available for this special. 

While supply lasts. One choice per household). 

Visit IGUANAS web page 
http://www.iguanas-cbc.com 

Email: cards@iguanas-cbc.com 
Iguana’s mail order specalizes in internabonal service with express two-day shipping avatable to almost 

anywhere in the world. Call fax, mai, or email poor order today and find out why Igvana’s is the world leader in Magic mai order 

> We accept Visa, MasterCard, 
Discover, checks, and money orders. 
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out-of-print cards and boxes. 

> Most orders are shipped same day. > No cancellations accepted on 
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ime for a show of hands: Is there 

anyone here who hasn't heard of 

the X-Files television series? I 

thought not. 

Second question: Is there anyone 

here who hasn't seen at least a half dozen 

episodes? Same answer, | see. Last ques- 

tion: How many people here are fanatics 

about the show? Careful, people, or you'll 

dislocate your shoulders. 

Considering the great popularity of the 

television series, it should come as no sur- 

prise that someone has picked up the 

rights to publish a trading card game 

based on the show. That someone is U.S. 

Playing Cards, with NXT Games as their 

design house. The game marks USPC’s 

first venture into the TCG market. 

For those readers who may not be 

familiar with the series, the X-Files 

involves two FBI special agents, Fox 

Mulder and Dana Scully, who find 

themselves investigating cases outside the 

norm, the titular “X-Files.” The pair faces 

alien abductions, paranormal mental activ- 

ities, subterranean life forms, government 

conspiracies, and just about any other 

bizarre threat that you might imagine. 

The point of the game is to investigate 

an X-File. (Surprise, surprise.) At the 

beginning of the game, each player 

chooses an X-File card (not merely an X- 

Files card) and plays it face down on the 

table. The first player to correctly identify 

an opponent’s X-File wins the game. 

In order to do this, each player fields a 

team of Agent cards and sends them to 

Site cards, where they try to gather clues, 

perhaps with the aid of Equipment, Wit- 

ness, and Event cards. Once there, they 

may be opposed by another player's 

Adversary, Bluff, and Event cards, and 

battle may result, using Combat cards. 

Whenever a team successfully researches 

at a Site, the owning player can ask 

one yes/no question of another 

player concerning the nature of 

that opponent’s X-File. 

Investigating the X-Files 
X-Files Collectible Card Game 

etheindustry 

a review by Lester Smith 

The X-Files themselves each represent a 

different episode from the TV series, and 

they are identified by four categories: Affil- 

iation, Motive, Method, and Result. For 

example, the card for the “Red Museum” 

episode (an Alien DNA Steroid Program 

X-File—Project Purity Control) bears the 

“Government” Affiliation, the “Knowl- 

edge” Motive, the “Subterfuge” Method, 

and the “Physiological Imbalance” Result. 

Once a player has discovered the specifics 

of the four categories, a checklist of 

episodes, included in the game, clearly 

identifies the specific X-File. Yes, this is a 

lot like a souped-up version of Parker 

Brothers’ Clue board game. 

tr 

(U.S. Playing Cards, 
Cincinnati, OH) 

347-card set; 60-card starters, 
$9.50; 15-card boosters, $3.00. 
For two or more players; 
playing time 40 minutes. 

NXT Games (Duncan MacDonell 
and Ron Kent) 

USPC, 4590 Beech St., 
Cincinnati, OH 45212-3497 
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Fans of the TV show will be happy to rec- 

ognize in the cards characters and happenings 

directly from the series. Among the Agent 
cards, for instance, Mulder and Scully are 
joined by Alex Krycek, Special Agent Hen- 

derson, Inspector Phoebe Green, and others. 

They can run afoul of Section Chief Joseph 

Mcgrath or Detective Kelly Ryan, and may 

be the targets of an Alien Harvester or the 

Dark Angel, among other things. 

The cards themselves are visually impres- 

sive. Bear in mind that I reviewed the game 

using mock-ups without art, and have had 

only a moment at the GenCon game fair to 
view the actual cards. But what I saw was 

quite nice. Each depicted a tabletop with the 
contents of a file spilled across it. Among the 
papers on that tabletop was a photo of the 
character represented by the card. The visible 
portions of various papers bore the separate 
pieces of text important to that 
card. The card backs are simple 

black, with the “X” logo domi- 

nating the space. a: 

The shape of the game design [RIRSMITRS Tarn 
is also attractive. From the start, 

you can't help but want to like 

this game. Characters move 
from the Bureau to the Field and may end up 

in the Hospital. (Each is a separate area of 

the table.) When in the right area, they can 

be equipped with gear. The Sites they investi- 
gate and the things they encounter there, 
whether helpful or threatening, are exciting 
to read. Details from the series permeate 
everything so much that a prospective player 
can’t help but feel intrigued. 

As for the rulebooks (one Basic, one 

Advanced) they are a study in elegance of 

presentation. The tone of the text is smooth 

and friendly, the rules themselves are as orga- 

nized as an old-time barn-raising, and there 

are plenty of well-written examples to make 

things clear. There is one exception to this: 

the rulebook names the acting player the 

“Investigating” player, but the cards consider 

the person “Active”; the responding player is 

called the “Directed” player in the rules, while 

the cards refer to him or her as the “Conspir- 
acy.” Why not just pick two of those four 

terms and stick with them? Still, this is 

hardly a fatal flaw. 
Some of the cards are just too difficult to 

bring into play. While the game allows a 
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person to discard and replenish several cards 

each turn, whether “Investigating” or 

“Directed,” all too often a player is left hold- 

ing cards whose “Activators” don’t match the 

“Key Words” on cards already in play. This 

problem is exacerbated in the Advanced 

game, when players have to generate and 

keep track of separate Resource Points and 

Conspiracy Points, then spend them to pay 

for drawing and playing the cards. 

The frustration is worst when playing the 

part of the “Directed” player, especially in the 

Advanced game. You have to hope that your 

deck holds cards that can be played against 

the other player's deck, that you have guessed 

right as to which of them to keep in your 

hand, and, in the Advanced game, that the 

“Investigating” player then chooses you as the 

opponent for the Site that you can match. If 
not, you just sit and watch that person play. 

Making a deck work as the 
“Investigating” player is easier. 

People can tune their decks to 

Wes have the right Activators and 

Key Words, making play of 

Sites, Investigators, Witnesses, 

and such fairly easy. 

People who enjoy pure 

strategy games might find something to like 

in the resource management of X-Files play. 

But the presentation of the game leads a per- 

son to believe that play is all about weird 

adventure, not abstract strategy and book- 

work. Fans of the series want to see Mulder 

and Scully travel to odd sites and struggle 

against mysterious threats. They don’t want 

to feel like they are real FBI agents wading 

through bureaucratic paperwork or that they 

are real conspiracy leaders wrestling with the 

ineptitude of their followers. In the series, the 

threats tend to be large and mysterious, and 

Mulder and Scully barely manage to survive 

many of them, let alone thwart them. In the 

game, the opposite is true. Perhaps if NXT 

had designed play with a thrust toward 

bringing your conspiracy to fruition, and your 

agents had to react to other players’ decks 

rather than the other way around, the game’s 

playability might improve. 

Lester Smith is a freelance game designer and 

reviewer based in Elkhorn, WI. He is probably 

best known for designing the award-winning 

Dragon Dice game. 
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Seeking New Life 
Star Trek: The Card Game 

oday’s “next generation” of gamers may 

think of Star Trek entirely in terms of 

its big-budget movies and three fran- 

chise shows (Next Generation, Deep 

Space Nine, and Voyager). The classic 

1966-69 television series that spawned all 

these properties lacked their glitzy effects, 
but the original Star Trek had heart, and 

it held genuine interest. So does the new 
Fleer/SkyBox Star Trek: The Card Game, 
a clever game that offers fun and flavor with- 
out busting your budget. 

Young gamers undoubtedly recognize the 

Trek regulars in their current geriatric movie 

incarnation (“Scotty, I need a pacemaker in 

five minutes or we're dead!”), but Captain 

Kirk, Spock, McCoy, and the rest are young 

again in Star Trek: TCG. The game was 
designed by the Mag Force 7 team (Wing 

Commander, Star of the Guardians), has 

been printed on excellent stock, and is 

illustrated with stills from the series. 

In contrast to the polish of Decipher’s Star 

Trek: The Next Generation CCG, SkyBox 

has gone for a retro, 1960s look with cartoony 

phaser graphics and grainy, unaltered stills. 

The style doesn’t fit a series set in the 23rd 

century, the icons take too much space, and 

collectors will dislike the poor video grabs, 

but with Star Trek, Mag Force and 

Fleer/SkyBox have produced their best-look- 

ing game yet. The rulebook, though wordy, 

merits stronger praise. It explains the novel 

design clearly, although Trek, even more so 

than most games, works better when someone 

teaches you the rules. (Thanks to Kevin 

Mergen for teaching me at GenCon!) 

What a delight to see that SkyBox has not 

“deciphered” its customers (to use current Net 

jargon) by making the main characters rare. 

Instead, each starter deck includes Kirk, 

Spock, McCoy, and the Enterprise; all players 

share control of these four “Core Crew” 

members. Randomly distributed secondary 

characters (Scotty, Uhura, obscure lieu- 

tenants and yeomen, etc.) belong to the 

“Crew Complements” of individual players. 

So in one game I might control Sulu and 

Yeoman Rand in my Complement, you 

a review by Allen Varney 

might have Chekov in yours, and each of 

us could control the Core Crew during 

our turns. 

The equal-opportunity Core Crew is Trek’s 

neatest feature. To win the game, you need 

twenty-five experience counters (XC) on all 

Crew you control. For reasons given below, 

you want to put plenty of XC on the Core 
Gn nn | 

Crew. These XC count toward your total, but 

only when you're the Current Player. On the PeSiyBoe 

next turn, when you're the Challenging Mount Laurel, NJ 08054 

Player, all those tokens you placed now help 

your opponent, the new Current Player. The 308-card series (three rarities) 

strategic dilemma recalls the best Trek plus 6 promotional cards. 
episodes. 65-card starters/$8.95; 

How do you earn XC? Each turn, you dis- nae prea cs ok 

card as many cards as you like, fill your hand 30-90 nb tial 6 

to seven, and play one Crew card. You then 

play a sequence of Mission, Plot, and Discov- Jeff Grubb, Don Perrin, 

ery cards keyed to episodes from the series’ and Margaret Weis 

first season (“Charlie X,” “Squire of Gothos,” 

“Enemy Within,” and so on). These episode Brad Copeland, Daniel Hastings, 

cards award XC if you complete a sequence Chris Kissam, David Roberts, 

successfully. Usually you play these cards from and Luke Fryer 

your hand, but if you don’t have them, you 

can play default episode cards in their place. rere ea 

Your opponent can replace your default cards 

with his or her own, which may reduce your 

XC award or threaten your Crew. 

For each mission, you appoint a landing 
party from the Core Crew and your Com- 

plement; only these Crew can collect XC for 
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Star Trek 

SECURITY lets ared — 
shirt die in place of — 
someone important. — 

Funniest Card 
SHIRTLESS KIRK turns 
a Tempt Challenge 
into a Crew member. 
(See also BOOT SCENE.) 
Runner-Up: LONG- 
WINDED SPEECH. 

Strangest 
Challenge 
WHITE RABBIT, from 
“Shore Leave”—ooh, 

are you scared? 

Silliest Card 

MILITARY OFFICERS, 
20th CENTURY— 
A 2/2/2 Challenge 
(“The few, the proud, 

the hopelessly out- 
classed”). 
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the mission. As you play Mission and Plot cards, 

your opponent may play Challenge cards, which 

can include Klingons, Romulans, monsters, vil- 

lains, godlike balls of light, and all the many perils 

from the episodes. Challenges take thirteen forms 

(like Attack, Tempt, Enigma, Befuddle, Fatal 

Allure) that work against your Crew’s Combat, 

Logic, and Humanity ratings. The Challenge type 

dictates choice of target, 

rating used, and result. 

Each Challenge requires an Icon Draw. From 

your deck, you draw cards equal to the rating of 

the target Crew; your opponent draws cards from 

his or her deck based on the Challenge’s rating. 
Each Trek card has one icon at the bottom, either 

Combat, Humanity, or Logic. Whoever draws 

more of the appropriate icon types in the Icon 

Draw wins the challenge; ties favor the defender. 

For example, if play Talosians, an Outwit Chal- 

lenge, you would choose the target—say, Spock. 

The Challenge uses Logic. Spock 

has an excellent Logic rating of 

7, the Talosians 5. You draw 

seven cards, I draw five, and whoever gets more 

Logic icons wins the Challenge. Then all twelve 

cards get discarded—cards in Trek games flow fast. 
Challenge results can throw Crew off a landing 

party, turn them to your opponent’s side, or, worst 

of all, cause an Icon Flip for the targeted crew 
member. If this happens, you flip over the top 

card of your deck, and if it’s a Combat card, the 

crew member is dead. Always put a Medical offi- 

cer in your landing party to reduce a “Killed” 

result to a mere “Neutralized.” (To show how this 

game plays on its fans’ memories, one of my Chal- 

lenges once killed Spock, and that unsettled me 

for the rest of the game.) If the Enterprise gets 

Killed on your turn and you don’t have an Engi- 

neer to cancel the result, you lose the game. 

Once you play a Mission, at least one Plot, and a 

Discovery, your episode is complete. Probably it’s 

an unimaginable amalgam of androids, hortas, and 

White Rabbits, but you'll collect XC tokens any- 

way, assuming your landing party has healthy 

Crew left. (Your opponent also collects XC for 

successful Challenges and episode cards placed on 

your defaults.) You place these XC on the 

Crew that took part in the episode, up to 

a maximum of five XC apiece. In later 

turns, you can spend a Crew’s XC to use his 

or her special ability...which brings us back to 

the Core Crew and why you put XC on them 

when they'll promptly help your opponent. 

Kirk, Spock, and McCoy have the highest rat- 
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ings and neatest special abilities in the game. Kirk 

can intercede, drawing to himself (no doubt with 

much overacting) a Challenge that targets another 
Crew. McCoy can heal other Crew, and Spock's 

Vulcan Nerve Pinch can increase your Combat 

score in an Icon Draw. However, using these abili- 

ties costs XC, and tokens are paid to your oppo- 

nent! So by using abilities to fend off a Challenge, 

youre strengthening your enemy’s ability to bring 

in more Challenges. The flow of XC, with its 

many delicate decisions about resource manage- 

ment and tactics, is the most ingenious feature of 

Star Trek: The Card Game. 

Card balance is the major problem in Star Trek. 

Many Crew are deadwood, red shirts whose entire 

purpose in the series consisted of getting killed by 

this week’s menace. Many Challenges are obvi- 

ously inferior to others of the same type, and 

some narrowly applicable Effects and Wilds are 

unlikely to find a place in most decks, One solu- 

tion: Reduce the four-of-a- 

card limit to one— 

that is, make all cards unique. 

Not enough episodes use the Enterprise, and 

some of the attributes (bold words in the text— 

ROMULAN, SCIENTIST, TELEPATHIC) are 

sloppily placed. For instance, the Organian Coun- 

cil of Elders, we're told, “hide their true appear- 

ance from both humans and KLINGONS.” So, if | 

we take the rules literally, the Council card could . 

get a Combat bonus from Disruptor Blast, which | 

affects cards with the KLINGON attribute. . 

Hope your games rely on common sense. | 

One request for the next edition: How about 

redesigning the Challenges to put all the informa- 

tion you need right on the card? At GenCon I 

talked with playtesters who had been playing Trek 

exhaustively for weeks, and they still couldn't keep 

all the types straight. 

Star Trek: The Card Game is a pleasure to play, 

especially fresh out of the box. It should appeal to 

experienced gamers who remember the classic 

Star Trek fondly and to those seeking an abstract, — 

fast-moving game of resource management. ; 

I got into science-fiction fandom as a Trekkie 

back in my teens. At that time, long before the 
first movie, revival of Star Trek seemed a fond 

dream. Now Paramount refers to it as “the fran- 

chise,” trainloads of products exploit its fans (the 

Jean-Luc Picard ST:TNG card now goes for $50), 

and I feel grave misgivings about that old naive 

hope. But it’s good to see SkyBox’s new game, a 

quality product that treats the classic show—and 

its devotees—with respect. @ 
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YOUR ADDRESS 

che game 

Duelist Life Counters 

Ss? good-bye to glass beads and loose 
change! Although Duelist readers rarely 

take damage, these sturdy, finely crafted 
pewter and enamel counters let you mark 
off the occasional Lightning Bolt or poke 
from Tim in style with brass- and silver- 
plated beads. Best of all, each 34" x 24" 

counter fits right inside a Magic” deck box. 
Available in red, green, white, blue, and 

BIAGK sina: ce erases $12.99 
(Price includes U.S. shipping. For non-U.S. shipping cost, 
see shipping section below.) 

Magic: The Puzzling 

ow you don’t have to wait for next issue’s Duelist 
to hit the stands to torture yourself with Mark 

Rosewater's famous puzzles. Now there's Magic: The 
Puzzling—the book. This beautiful, full-color collection 
of twenty-five new puzzles is appropriate for all levels 
of Magic enthusiasts, with puzzles ranging from easy 
to nasty. The book also contains 
hints, solutions, and a player's 

guide to all the cards used in 
the book. It's even sturdily built 
for throwing across the room 
when you start getting brain 
cramps. ......$13.95 + shipping 

SHIPPING: 

US $3.50 

Canada (and Mexico) 
$4.00 U.S. Funds 

Foreign $5.00 U.S. Funds. 

DESCRIPTION/COLOR 

8.2% Tax for WA Residents Only 

UT and CA, add local tax | i 

Shipping and handling charges 
(NON U.S/CANADA/MEXICO) 

Total (U.S. Funds) | 

STREET ADDRESS 
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TELEPHONE ( 

PAYMENT METHOD 

CARD NUMBER 

C) mc/isaspisc () CHECK 

NAME ON CARD 

EXP / 
SIGNATURE 

PLEASE ALLOW 2-4 WEEKS FOR DELIVERY. 
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lood sport fans, I like 

Killer Instinct much 

more than I'd imag- 

ined possible. Not a 
| fan of the 1994 video 

game that has splattered 
bloody phosphors over arcades 

and Super Nintendo systems 
worldwide, I knew nothing of 

Chief Thunder, Fulgore, Rip- 

tor, B. Orchid, Sabrewulf, or 

the other combatants in the 

wildly popular death-matches 

of the twenty-first cen- 

tury. Now I’m 

chanting “Ultra 

Combo!” with- 

out ever having 

dropped a quarter 

in a machine. Trad- 

ing-card giant Topps, 

with its excellent debut card 

game, has made me a Killer 

Instinct fan. 

“If you can’t take 
the heat, get outta 

my arena!” 
In KI’s successful combo of 

game design, art, and produc- 

tion, one vital Special Move 

was the selection of experi- 

enced designers. Shane Hens- 

ley (The Last Crusade World 

War II card game and the 

new Deadlands RPG) and 

t Greg Gorden (Earthdawn, 

Torg, DC Heroes) teamed with 

Topps’s Mike Mikaelian to 

SE 

| create not just a sharp simula- 

tion of video combat but also 

i the world beyond the sport. 

t Players control Shadow 
| Corps opposed to the rule of 

| evil, omnipotent Ultratech 

Corporation. To finance a 

f new world order, the Corps 

DECEMBER 1996 i 90 | 

Killer Instinct 
“Zowte! Just Look at 

Those Moves ”y a review by Allen Varney 

sponsor fighters in the 

multi-billion-dollar Killer 

Instinct game. Many of the 

card game’s Effects involve 

their insidious hidden machi- 

nations, which give the card 

game dimension and depth. 

“Qw! Now that’s a 

dirty blow. I like it!” 
In a jarring transition from 

the Promotion Phase, where 

you play a Shadow 

Corp that refers to 

its fighters as 

“meat,” you then 

become that 

meat. Most of 

Killer Instinct hap- 

pens in the Combat Phase, 

where you and one opponent 

pick up your “combat stacks” 

of Basic and Special Moves 

and play them by pairs in 

seven-card sequences. Moves 

are described by speed (quick, 

medium, fierce) and location 

(high, low, jumping). 

The fascinating and very 

original system matches the 

“bloodlines” on each move 

card’s upper edge. If the oppo- 

nent’s damage number falls 

within the red spatter of your 

bloodline, you hit. Jumping 

Moves hit low Moves, which 

hit high Moves, which hit 

jumps. Fast Moves have 

longer bloodlines and are thus 

more likely to hit, but they do 

less damage. Declared attacks 

can vary their damage and 

bloodline lengths, and certain 

attacks grant free Moves. Suc- 
cessful hits score 1 to 6 points 

of damage; the first fighter to 

take 28 points loses the fight. 

THE DUELIST 

Topps Card Games 

1 Whitehall Street 

New York, NY 10004 

FORMAT 

363-card set (three rarities): 
60-card starter deck, $9.95; 

12-card booster, $2.75. 

DESIGN 

Shane Hensley, Greg Gorden, 
and Michael Mikaelian 

GRAPHIC DESIGN 

Don Alan Zakrzewski 

ILLUSTRATIONS 

Norman Paul Dwyer, John 
Hughs, Kurt Kanellos, John 
Picha, Charles Swedberg, Zero3, 
and Rareware 

A fighter within 4 points of 

losing is vulnerable to “Danger 
Moves” that kill or humiliate. 

Like its video inspiration, 

KI lets you deal Combo dam- 

age. Here it’s not a matter of 

fast-timed button pushing 

and joystick manipulation but 

of matching icon symbols on 

consecutive hits. A successful 

combo scores a bonus hit 

equal to the lesser value of the 

two Moves. This and similar 

rules offer flavor and tactical 

richness, all at a quick pace. 

*Quch! That’s gonna 
hurt in the morning!” 
The KI rulebook leaves 

important points unclear, and 

booster sorting is suboptimal. 

You'll get tired of finding 

t 

Ad © 

* 

Basic moves in boosters, as 

Magic players used to tire of 

finding still more lands. A 

fixed set of Basics in each 

starter makes more sense. 
The computer-generated 

art is debatable. I like it for 

what it is, especially the way it 

maintains a consistent look 

between video-game frame 

grabs and original art. But the 

cheesy T&A exploitation art 

on the booster boxes—please! 

KI’s big weak spot: frustrat- 

ingly slow card flow. You get 

two cards between fights. 

Because a game ends when 
one fighter wins three fights, 
you may see only ten or 
twelve cards during a game. 
No minimum deck size is 
given, but the’cards do so 

many neat things (combat 
Effects, arenas, victory point 

bonuses) that you'll want 

plenty—but you'll never see 

most of them. 

“Let’s turn up the 
heat, baby!” 
In.a better world it would go 

without saying that fans of 
the Killer Instinct video game 
will enjoy this game. But last 
year’s fire-and-forget Mortal 
Kombat card game proved it 
ain't so, so.... Video game 

fans will love Topps’s Killer 
Instinct, as will fans of tacti- 
cal fighting games such as 
Ultimate Combat! I also rec- 

ommend KI more generally 

for its clever design. You'll 

need a couple of starters and a 

few boosters to build a practi- 
cal deck and maybe some 

house rules to get through 

that deck faster. But soon 

you'll be playing combos and 

Terminal Moves like a thir- 

teen-year-old, even if you lack 

fast reflexes. And you won't 

need a single quarter. @ 
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THESE FINE WIZARDS OF THE COASTS PRODUCTS: 

Wak 
Mirage, the second stand-alone expansion for 
Magic: The Gathering’, is coming in October. 
Over 300 new cards, all-new art, and new abilities 

unhinge traditional Magic: The Gathering game play. 

Overwhelming firepower. Superior combat tactics. Thirty-foot killing 
machines. This fall, the field belongs to the BATTLETECH trading 
card game...and you're in the drivers seat. Do you have what it takes 
to survive? Play the trading card war game of the future. Starter decks 
contain everything you need to play including dice and counters. 

The immortal conflict between the two most powerful 
vampire sects, the Sabbat and the Camarilla, will come 

to life with the release of the first stand-alone expansion 
for Vampire: The Eternal Struggle*, The Sabbat! 

WE CARRY THE FOLLOWING PRODUCT LINES: 

Geo Hex 

Systems 
Koplow 

Flying Buffalo 
FPG 

Hogshead Publishing 
Iron Crown Enterprises 
Khalsa Brain Games 

T.S.R. 
U.S. Games Systems 
West End Games 
White Wolf 
Wizards of the Coast 
Wizard Press 
Wordware Press 

Optimus Design Systems 
Mayfair 
Palladium 
Phage Press 
Precedence 
Ral Partha 
Reaper 
Scrye Magazine 

HAVE YOUR LOCAL RETAILER 
call (613) 744-5225 or fax (613) 744-6783 

MAGIC” MAIL ORDER 
SPECIALS 

20% off all 4th edition 
and Ice AgeSingles 

Jyhad starter or 

boosters only $29.00 

THIRD EDITION (REVISED™) 

Serendib Efreet . 
V. Doppelganger .. 
Dual Lands .... 

Complete Set 
ALL OTHER 3RD Epon SINGLES AVAILABLE—CALL 

FOURTH EDITION” 
Armegeddon 
Wrath of God. 
Sink Hole 

Leviathon 
Royal Assasin 

Complete Set 
ALL OTHER 4R0 Eprtion SINGLES AVAILABLE—CALL 

ICE AGE™ 
Crown of the Ages 
Deflection 
Enduring Renewal 
Jester’s Cap 
Jester's Mask . 

Lhurgoyf 
Seraph .... 

Complete se 
ALL OTHER ICE AGE SiNGLES AVAILABLE —CALL 

ALLIANCES” 
Balduvian Horde 
Helm of Obedience 

Lake of the Dead... 
Lord of Tresserhorn... 

Storm Cauldron 

Complete Set 
ALL OTHER ALLIANCES SINGLES AVALABLE—CALL 

SINGLES AVAILABLE FOR 

Arabian Nights* 

Antiquities® 

Legends” 

The Dark” 

Fallen Empires” 

Chronicles™ 

Homelands” 

Alpha/Beta/ 

Unlimited” 

Out-of-prints 

SINGLES ALSO AVAILABLE FOR 
Star Wars*® Star Trek” 

OTHER GAMES 
Marvel Overpower 

Powersurge...... 
Mission Control S| 

MANY MORE GAMES AVAILABLE...JUST CALL 

COMPLETE SETS 

Antiquities 
Legends .. 

© CARD EMPORIUM 
Order Only 800-875-9105 

612-541-0766 

8028 Hwy 55 

Golden Valley, MN 55427 

GD) orveRING instrUcTIONS 
, 4. Phone reservation required 

| 2. Minimum order $10 

' 3.$4 minimum postage & handling 

RETAILERS 

1. Magic: The Gathering 

2. Star Trek 

3. Star Wars 

4. Non-Sports Cards 

Lz 
i} 

5. Sports Cards 

6. Pogs 

7 Price Guides 

8. Supplies 

Call for further information. Must have a business license. 

VISIT OUR TWO RETAIL STORES IN MINNESOTA 

8028 Hwy 55 Golden Valley 

Golden Valley Shopping Ctr 

(612) 541-1340 

M-F 10-9 Sat 10-8 

Sun 11-6 

1310 S Wyzata Blvd 

Wayne (Next to KFC) 

(612) 476-0931 
M-F 10-9 Sat 10-8 

Sun 12-6 
Wyvern™ 

IIluminati™ 

Rage™ 

Rage: Umbra 

On the Edge 
Towers in Time™ 

SIM City” 
Blood Wars” 

Doom Trooper™ 

Doom Trooper: 
Inquisition” 

AND MORE! 

\ 
pousteR BLONOLT® 
SAVE ON Box Prices! 

Both stores carry large selections of collectible card game singles, 

sets, and booster boxes. They also carry comic books, non-sports cards, 

sports cards, fitted hats, and pogs. 

® denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast, Inc., or by others. Most product names are trademarks owned by the companies that publish those products. Use of the name 

of any product without mention of trademark status should not be construed as a challenge to such status. Wizards of the Coast, Magic: The Gathering, Arabian Nights and Antiquities are registered trademarks. Unlimited, Legends, 

Revised, The Dark, Fallen Empires, Ice Age, Fourth Edition, Chronicles, Homelands, and Alliances are trademarks of Wizards of the Coast, Inc 
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From the Guys 
and Gal) 

Downstairs 
The Best Computer Games at GenCon. ¥ by teeuwynn Woodruff 

In this ongoing column, “the guys 

downstairs” (on WotC’s Research & 

Development team) take a break 

from playing with cards to check out 

the latest computer games. 

enCon has long been an annual 

pilgrimage for thousands of 

roleplayers, boardgamers, and 

wargamers. In recent years, 

thanks to Magic and other 

TCGs, card gamers have also joined this 

yearly throng. However, this year was 

perhaps the first time that computer 

games had a truly significant presence at 

GenCon. 

Booths were staffed by a number of 

online companies, including America 

Online (AOL) and the Total Entertain- 

ment Network (TEN). AOL was show- 

casing a number of its new and 

upcoming online games, including the 

very promising Archmage, BattleTech, and 

Legends of Kesmai. 

In Archmage, players form into teams 

of eight wizards. Teams attempt to 

touch spheres scattered about the play 

environment, changing each sphere 

touched to the team’s color. Each team 

must then keep other teams from touch- 

ing its spheres and changing them to the 

other team’s color. Of course, being 

archmages, the players have spells on 

hand to protect spheres, destroy ene- 
mies, and so forth. Archmage should be 

available this winter, and AOL is plan- 

ning tournaments and leagues. 

BattleTech, FASA’s popular game of 
mayhem with giant robotic tanks, also 

looks promising. In the online version of 

BattleTech (not to be confused with 

Activision's CD-ROM Mech Warrior 

games), players may choose to play any 

of a number of “BattleMechs.” The 

"Mechs then duke it out with each other, 

attempting to destroy other Mechs to 

collect points. The online game is nicely 

balanced so smaller, weaker Mechs get 
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more points for each kill than more mas- 

sive, powerful "Mechs. 

Legends of Kesmai, a nifty swords- 

and-sorcery game designed and devel- 

oped by the Kesmai Corporation, has an 

intuitive interface that allows players to 

quickly immerse themselves in the 

world. Legends of Kesmai can support 

hundreds of players over the Internet at 

a time, and players can communicate 

with each other easily using a number 

of “emoti-keys,” which allow players to 

do things like laugh, groan, and yell 

at one another. 

Westwood Studio, known for its 

consistent game quality, tantalized con- 

goers with demos of follow-ups to two 

of its most popular games. Command & 

Conquer: Red Alert, the sequel to West- 

wood’s award-winning, real-time strate- 

gic war game, expands the options 

available in the original game. Due this 
November, Red Alert pits players against 

the military might of Joseph Stalin. New 

features include six-player networking, a 

skirmish (read: practice) mode, and an 

enhanced AI. Players will also be able to 

play up to three foes online on both the 

TEN <www.ten.net> and MPLAYER 

<www.mplayer.com> Internet services. 

In addition to Red Alert, Westwood 

also showcased Lands of Lore IT: 

Guardians of Destiny. Featuring a lush 

graphic environment and an AI that 

promises to make computer foes more 

intelligent than players might expect, 

Guardians of Destiny looks like it might 

put Westwood at the top of the adven- 

ture/RPG heap, just as Command & 

Conquer put Westwood in the strategy 

game limelight. Lands of Lore IT should 

hit store shelves in November. 

Both MicroProse’s and Acclaim’s 
upcoming Magic: The Gathering com- 

puter games received a lot of favorable 

attention from GenCon attendees. Both 
versions allow players to take Magic into 

new realms (their computers and 
playstations, respectively), and soon 

players will also be able to challenge 

each other over the Internet! 

In an interesting cross-media move, 

computer game design house Holistic 

Design, Inc., introduced a new roleplay- 

ing game, Fading Suns, while previewing 

their upcoming computer game Emperor 

of the Fading Suns. A dark science- 
fiction game designed by Bill Bridges 

(Werewolf: The Apocalypse) and 

Andrew Greenberg (Vampire: The 
Masquerade), Fading Suns was perhaps 

the most intriguing new RPG at Gen- 

Con. The promising Emperor of the 

Fading Suns, a strategic computer game 

set in the universe of Fading Suns, is 

due for release this holiday season. 

Other new games, including Mind- 

scape’s Necrodome and Acclaim’s Iron & 

Blood (set in TSR’s dark realm of 

Ravenloft) promise to make this winter 

an enjoyable one for computer gamers. 

So, exhausted and laden with goodies, 

we made our way back to Seattle to 

playtest our new finds. .for research 

purposes only, of course. & 

As Wizards of the Coast’ sole female game 

designer, Teeuwynn threatened to Nerf the 

Duelist editors over the title “From the Guys 

Downstairs.” She's currently working on a 

Magic expansion planned for next year. 



International Mail-Order Service 

Open 7 days a week — Noon until 1 A.M. © All major credit cards accepted 

We buy and sell single Magic cards 

Juzams and Moxes always in stock 

291 7th Avenue, 9th floor « New York, NY 10001-6009 

(800) 344-GAME 
tel (212) 633-1288; fax (212) 633-0979 * email — info@nground.com 

Webpage — http://www.nground.com 
ath ocncvantieebeendall 

S8nfinity Comics & Games, Inc. 
; 1280 Centaur Village Dr. #3, Lafayette, Colorado 80026 

it phone or Fe 

email: infinity@infinity-inc.com 
Online catalog: 

http://www.usa.net/ ~ infinity @. 
Visa, MasterCard, Discover 

INTERNATIONAL ORDERS WELCOME 

» FROM ALI EDITIONS 

THE MAGIC CARD COMPENDIUM 
The Magic Card Compendium is a complete checklist and price guide for 
all Le a The Gathering" cards. The Compendium lists all cards released 
from the Alpha Edition to the new Alliances expansion set and even lists 
the promo edition cards released only in special offers. With over 2200 
card listings, the Compendium arranges each one alphabetically by card 
title and includes information on card set, color, rarity, and current market 
value in an easy to read format. If you've been driven crazy because you 
remember the name but not the set, then the Magic Card Compendium 
holds the answers for you. To own your copy of this incredible resource 
guide, please send $2.00 to: 

The Saratoga Sci-Fi Shop + (518) 584-2699 
Wilton Mall #75 + Saratoga Springs, NY 12866 

; 

1-800-684-2684 
303-661-0860 

: 

12—4 Sun (MST) 

WORLDWIDE DISTRIBUTOR (i 
OF POPULAR COLLECTIBLES 

“cmetee=tn’ ‘THE LEADER IN MAGIC: THE GATHERING" 

GREAT SELECTION EREE 
OF CUSTOM-BUILT een CATALOG | once 

MIDDLE EARTH™ 
POPULAR LICENSED 

COLLECTIBLES STAR TREK" 

eee tobe STAR WARS" The Shadow + Barbie” 
G1. Joe” + Disney » Warner Bros. MYTHOS” 

yi 
yi 
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CALL FOR 
CURRENT 

Call anytime (941) 927-8398 
Fax orders (941) 927-9495 
Email: tnc@tncmagic.com 

TNC, 6113 Clark Center Ave., Sarasota, FL 34238 USA 
MINIMUM SHIPPING & HANDLING $4.00 

We accept checks & money orders plus MasterCard, Visa, American Express & Discover. 

Sa 

c/o The Mint Card Company * 7452 BG&A Blvd., Glen Burnie, MD 21061 

Tel: (410) 766-5841 © Fax: (410) 582-9738 
Email: clyve@clark.net 

Call for this weeks special! 
We Buy and Sell Single cards from all M:TG sets! 

Complete Sets! 

Current boxes Of M:TG available. 

Arena and Sewars of Estark available. 

CALL FOR THE LOWEST BOX PRICES AROUND! 
Your Galactic Empires™ source 

Monthly tournaments in the Balto-Wash area 

Check/M.O./MC/VISA/DISCOVER accepted. 
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98% OF OUR SINGLES AT BELOW LOW SCRYE 

No other ongoing cormpany beats our singles prices 

Disenchanted with expensive singles? Don’t go berserk...let J&M be your safe haven! 
We're on a crusade to control Magic™ prices. 

Therefore, we humbly suggest you shyft your business to J&M. 

To receive J&M’s singles price lists, just call! Phone (714) 459-1014 Fax (714) 589-3235 

J&M Enterprises 

eget Groun oy 
\ © PLAYING CLOTH FOR 

\N ® mm TRADING CARD GAMES 

— ny DRAGONSCAPE = 
Fn §PELLGROUND bt 

fe _ This 14x26" dragon-themed mate 
4. __ . is the perfect match for any Bs 4 

g fantasy card game. yet 
In tan or grey. $11.95 
R 

SpellGround soft-to- P = 
the-touch imitation ™ ¥ 

“impala skin” ) SpellGround 
playing mats protect - Original 

your cards at KH _ Size: 26x26" (for 2 players) 
coffee houses, 

conventions, and 

tournaments! 

os ~) ®@ a, a * Sex cea or VlisaMC << ‘ 

The Elite” ¢ Khalsa-Brain Games™ K@ | 
P.O. Bax 170436, San Francisco, CA 9411 ; i % Size: 21"x14" 2 415.985.5222 4 2 

Bo In tan or grey. $10.9 is (CA residents add 7.25% sales tax) 
. Lt Pp cat 5 c | 

peliGround, SpeliGround Elite, and the 
“3 i rel SpellGround logo are trademarks of 

: Brain Games. : 
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YOU WANT IT — WE GOT IT! 

Now in stock — everything! 

Check out our monthly tournaments 
the next two will be held on 

October 19 © $1,200.00 Ist Place 

November 23 ¢ $1,500.00 Ist Place 
for more information check out our web site!!! 

Phone & Fax 606-225-9410 
304 South Limestone St. ® Lexington, KY 40508 

Pre-Order Mirage Now! 

We are one of the largest buyers of 
¢ SINGLES * COLLECTIONS ¢ SETS ¢ BOXES 

e-mail: cardman@iglou.com oz 
; 3 (No CODs) 

check out our virtual shopping cart Prices subject 

at http://www.tradingcards.com to change 
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We tnecpe Giecks. Email: thunder_bolt@msn.com oS 
Money Orders, AMEX and ISIT OUR RETAIL STORE LOCATED AT: or tigaming@aol.com \ aS 
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P.O. Box 4014 * 31A Somerset Place * Clift ew Jersey 07012 PN 
Tel: (201) 773-3737 1) 365-0610 + Fax: (201) 773-3707 ee 

Monday 0-6 EST * Saturday: 10-3 EST ‘ 

YOUR #! SUPPLIER FOR GAMING CARDS! SPECIALIZING IN ALL YOUR 

CARRYING THE FOLLOWING PRODUCTS: /Ps TRADING CARD GAI 
ry 

Magic: The Gathering’: Star Trek: The Next 
Generation’: 
Beta versions NS 
Alternate Universe™ expansion 
Factory tin sets ayy 

Alliances hi } 
: WE HAVE A HUGE SELECTION OF SINGLES/PACKS/BOXES AT THE 

Antiquities® boosters, packs, and sets 
Arabian Nights® packs and sets ie et LOWEST PRICES POSSIBLE. CURRENT SINGLES CARRIED INCLUDE: 

Chronicles” boosters Additional Games: N. 

The Dark® boosters, packs, and sets Donruss sports games 
Fallen Empires™ boosters and sets Dragon Dice F and expansions 
Homelands” Middle-earth 

Ice Age™ boosters and starters Star Wars : 
Legends® boosters, packs, and sets Upper Deck Games 1 ak | AND MANY mMoRE! 

Revised™ boosters, starters, and sets ERY, 

Re-Revised/Fourth Edition” AW * Orders over $50 on singles receive FREE SHIPPING. 
boosters/starters AD * Send $1.00 for our box/singles catalog. 

Fourth Edition gift sets iy (Shipping charge applied to first purchase.) 
nat * We also buy collections. 

, & * International orders welcome. 
Always preselling the newest and hottest games! Rt . —_ 

AS] 

Ask for FREE merchandise with every order! 
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® Wizards of the Coast", Magic:The Gathering’ Mirage™, Alliances, Homelands”, Chronicles”,(and all others) are trademarks of Wizards of the Coast, Inc. Vampire: The Eternal Struggle” is a trademark of Wizards of the Coast, Inc. and White Wolf Games, Inc 

= Netrunner’ is a trademark of R. Talsorian Games, Inc. Netrunner’ is produced by Wizards of the Coast,Inc. under license from R. Talsorian Games, Inc. Battletech’ is a trademark of of FASA. The BattleTech universe is owned by FASA Corporation and is used Gas > 

Sie by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. = 
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COINS AND gets 

P.O, Box 409 Due 

Arthur, IL 61911 
= TAR. 

Peace DECK ah ‘The Gathering WARS 

"BOX SET OR PACK ; 
Revised” Starter srrrverccssseerseeee $269 00 | Complete $29.00 

Revised  BOOStEL ssrsssssseseessee $345.00 $8.00 

Fourth Edition” Start/Boost .,....C/ $259.00 CALI 

THE DQPh sssscssseescerssreseessresss11e OOOO $159.00 $7.25 

Fallen EMpites” sssssssssserssenn GAL $49.50 CALI 
Ice Age” Starter CALL | Complete} CALI 
Ice Age” Booster / $249.00 CALI 

Chronicles mm OF, $79.00 CALI 

Legends $999.00 $995.00 $30.95 

Homelands” .. sonvcnneovees CALI $59.00 CALI 

Alliances” 1.4 isesttatvesneiiein ALE CALI CALI 

Mirage’ Starter/Booster .......++. CALI CALI CALL LOW PRI [; ES 

Prices current as of 8/19/96. Call for latest prices. 

We BUY & SELL sets, packs, boxes, and singles for most Come visit our huge retail store 
Magic: The Gathering® series, 
We also sell other game cards, 

CALL OR WRITE FOR FREE GAME CARDS CATALOG as Leaque Entertainment 
Tel: (217) 543-3366 - US, Fax: (800) 500-3117: Overseas Fax : (217) 543-3732 : 4405 West Saginaw Hwy - Lansing, MI 48917 

Internet Email Station Code: pjce@dial.illinois.net s Phone (517) 323-3299 + Fax (517) 321-6389 
HOURS: 8:00-6:00 CST Monday thru Friday « 8:00-6:00 Friday 8:00-3:00 Saturday ‘ Int] orders accepted! ¢ Email srothw@aol.com 

World Wide Web Home Page: www.pjcc.com 

THE SUPREME STRAT! 
BY BARON VON REICHER Ill 

Enter a raffle & “sn a 

JUZAM DJINN 
Send name, address, phone number, 

your best combo, plus $2.00 cash for S/H to: 

a 

Ne en . SUPREME STRATEGIST RAFFLE 

¥ 10254 Cherry Hill Drive 
69 Oliver Street « Cohoes, NY 12047 « Fax: 518-237-6245 Painesville, OH 44077 

See HRONICLES 
SLSR BEART SET 

; ? " Get advanced strategies and killer combinations 
Tt ' , a te . 

so call us and make a > to crush your opponent underneath the heel of your boot! 

1-900-988-2122 5696 

This service is not affiliated with or endorsed by Wizards of the Coast, Inc 

Wizards of the Coast", Magic:The Gathering’ Mirage”, Alliances”, Homelands”, Chronicles”,(and all others) are trademarks of Wizai 

Netrunner’ is a trademark of R. Talsorian Games, Inc. Netrunner’ is produced by Wizards of the Coast,Inc. under license from R. Tal 

by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish the 

, ’ x 



Hours Mon-Fri 10 a.m. - 10 p.m. EST 

Phone: 1-606-878-2936 
Fax: 1-606-878-9061 

email: renvhoek@aqvault.com 
Website: http://www.aqvault.com 

DISCONTINUED REVISED SALE 
Booster $7, Starter $24, German Booster $4, Complete English 

Set Near-mint $295, All single cards below tournament legal condition. 

$1: Reverse Polarity, Sacrifice, Lance, $4: Copy Artifact, Fastbond, Granite 

Basalt Monolith, Living Wall, Dwarven Gargoyle, Roc of Kher Ridges, Sedge Troll 

Weaponsmith, Resurrection, Kird Ape, 
$5: Demonic Hordes, Rock Hydra, 

Atog 
Braingeyser, Serendib Efreet, Wheel 

$2: Demonic Attorney, Darkpact, of Fortune, Veteran Bodyguard 

Shatterstorm, Rocket Launcher, $7: B , Savannah, Tropical Island 

Jandor’s Ring, Contract from Below, 

Nettling imp $9: Fork, Underground Sea, Tundra, 
Plateau, Scrubland, Volcanic Island 

$3: Sol Ring, Regrowth, Demonic Tutor, 

Clone, Mijae Djinn, Kudzu, Farmstead, $42: Taiga 
Juggernaut $15: Vesuvan Doppleganger 

set of all discontinued revised cards as listed above: $150 (save $49+!) 

Mirage’ Boxes in Stock! 
Write, email, or fax (don't call) for our FREE 63 page Magic catalog! 

WHOLESALE, INC. 
DISTRIBUTORS OF FINER GAMING PRODUCTS 

FARIS, janes 
Mirage”—the new stand-alone expansion ¢ Alliances™ 

Netrunner™—the new Richard Garfield game 
Homelands™ ¢ Chronicles” ¢ Ice Age ¢ Fourth Edition” 

Revised (Third) Edition” ¢ The Dark® ¢ Legends* ¢ Antiquities* 
Jyhad”/ Vampire: The Eternal Struggle 

STAR WARS® « STAR TREK® * MARVEL COMICS OVERPOWER™ GAME 
SHADOWFIST™ * GUARDIANS™ * MIDDLE-EARTH™ * DRAGON DICE™ 

RAGE™ « DR. WHO™ « MONTY PYTHON™ * MYTHOS” 

PLUS MANY OTHER SPECTACULAR GAMES! 
We sell to retailers only! 

We do not sell to the general public! 
WE ALSO DISTRIBUTE THE COMPLETE LINE OF 
ULTRA PRO™ DECK-PROTECTOR PRODUCTS 

Great prices ¢ No minimums ¢ Same-day shipping ¢ Personalized service 

Next-day /2nd-day shipping available ¢ Call for our FREE CATALOG! 

ONE CALL DOES IT ALL! ¢ 9 a.m.-9 p.m. EST 

GNA WHOLESALE, INC. 
12 KENDRICK Rp., UNit #3 © WRENTHAM, MA 02571 

Located at Wareham Industrial Park — Exit 21 on Rt. 295 

(508) 291-0030 * FAX (508) 295-2853 

WD We Stock All M:T0" Foreign 
~~ Boosters & Starters 

Sunset Industrial Park, 52-20th St. Brooklyn, NY 11232 
Phone: (718) 832-5296 Fax: (718) 832-6792 Email cee-jays@ix.netcom.com 

Mon-Fri: Noon-7:30 p.m. EST Sat & Sun: CLOSED 

Upper Deck Gridiron Fantasy Football booster 
Upper Deck Gridiron Fantasy Football starter 
Wyvern starter 

Wyvern booster 

WE CARRY OTHER FOREIGN LANQUAGE BOXES NOT LISTED —PLEASE CALL! 
We specialize in international accounts! We beat the competition. 

Terms & conditions: No cancellation on credit cards—only exchanges. All items are plus UPS. Prices 
are subject to change. Prices are held 7 days on phone orders. All sales are final. Delivery on pre- 

GIVE US A CALL! 
ames 817-461-4263 

alore wire 

We specialize in Magic® Singles 

Singles—Sets—Boxes 
BUY * SELL * TRADE 

Our singles (with exceptions) 

are priced at MEDIAN SCRYE for 

AN, Leg, Alpha, Beta, Unlimited, Alliances. 

The rest are LOW SCRYE! 

Tourneys every weekend. 
All day Mega Magic event 10/19 ($1500+ in prizes). 
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by Mark Rosewater 

DOROTHY 

Poison My Pretty 

ur opponent is Dorothy. Between her Wooden 

YOU 

Sphere and the Stream of Life she cast last turn, 

Dorothy has plenty of life. Luckily, you’ve man- 

aged to give her seven poison counters—three more and 

the game is yours. Unfortunately, Dorothy has been 

slowly bleeding you a point at a time with a Wanderlust 

on your Wall of Swords, and you are a turn away from 

Nova Pentacle defeat. It is the beginning of your main phase. Your goal 

is to inflict the last three counters of poison and finish 

Dorothy off. 

CARD HIGHLIGHTS 

| El Hajjaj 1? 
| Gain 1 life for every 1 damage 

El-Hajjaj deals. You cannot gain 
more life in this way than the tough- 
ness of the creature or the total life 
of the player El-Hajjaj damages. 

Nova Pentacle 4 

3 @: Redirect damage 

done to you from one 

| source to target creature 

on opponent's choice. 

Wanderlust 2” 

Wanderlust deals 1 damage to 

Indestructable Aura * 
Any damage dealt to 

target creature's controller during 
that player’s upkeep. 

target creature for 

the rest of the 

turn is reduced to 0. 
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Pearled Unicorn 2/4 
including Holy Armor 

War Mammoth 3/3 

Strip Mine Swamp 

STUMPED? 
FEAR NOT. 

Hints for the two 

solution-less puzzles 

can be found on The 

Duelist web page at 

<http://www.wizards. 

com>. 1 am still happy 

to take feedback at 

<woody@wizards.com>, 

but I no longer have time 

to correct solutions, as 

the volume has finally 

overwhelmed me. 



(WHITE/GREEN) 36 LIFE REMAINING 7 POISON COUNTERS NO CARDS IN HAND 

Durkwood Boars 4/4 Grizzly Bears 3/4 Wooden Sphere 

including Holy Strength 

Plains (3) Forests (3) 

1 LIFE REMAINING 

Jade Monolith 

Wall of Swords 3/5 Pit Scorpion 1/1 Marsh Viper 1/2 Brothers of Fire 2/2 El-Hajjaj 1/1 Orcish Artillery 1/3 

inc luding Wanderlust 

YOUR HAND 

Fosueer rs 
UW 

Indestructable Aura Giant Growth Earthquake Immolation 
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theme that ties the cards together. All you need to do is figure 
out the theme for each grouping and then find the fourth card 

below that also belongs. No theme involves the color, expansion, cast- 

ing cost, or card type (instant, interrupt, etc.) of the cards. 

B elow are eight groupings of three cards. Each grouping has a 

Common Ground 

soureu pred jo suseaBeur “¢ (4 aBouy uy syeoday*) (4 *Pep 40d oysnys NOA $3994 '7 (G saspae oma'9 (g 
umop 20 dn punos yoiya spaea*, (5 sdiQues enjq uo yspce suamod asoym spue>‘g (3 ‘S341y5-993 uO paseadde que asoym spurs (> Spe 2yj20ds 49420 a2Uasaj04 YY Spser'> (y 
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BILL (WHITE/RED) 9 LIFE REMAINING NO CARDS IN HAND OR GRAVEYARD 

Kjeldoran Skynight Shivan Dragon 1/3 

1/1 including two Weakness 

Lots of Fish 

our opponent is Bill. He Dwarved Warned 

got an early lead in the 

duel, but you managed to ray 

stall before he could finish you | 

off. Then he cast a Dwarven 

Warriors and the trouble started 

back up. It is the start of your 

main phase. Defeat Bill this turn 

without dying yourself. 

Plains (3) Mountain (3) Wall of Stone 0/8 

YOU (BLACK/GREEN) 2 LIFE REMAINING 

Swamp Green Mana Battery Sylvan Library 

Pradesh Gypsies 1/3 Giant Mantis 3/5 Fyndhorn Elder 1/1 Soldevi Adnate 1/2 Crown of the Ages 

including Web with Krovikan Fetish 

YOUR HAND TOP CARD IN LIBRARY 

Animate Dead Grave Servitude Transmutation Armor of Thorns Unyaros Bee Sting 
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Step-by-step 

solutions to last 

issues “Magic: 

The Puzzling” 

by Mark Rosewater 

THIS MORNING I WAS 

supposed to be executed for 

my fiancée’s murder. Since I’m 

convinced she’s not dead and 

am quite eager to find out who 

framed me (not to mention that 

I’m squeamish about being shot 

at by a firing squad), I decided 

it would be best to engineer a 

prison break. It cost me several 

thousand dollars and the promise 

of a few vital organs to make my 

breakout. Everything was going 

smoothly until I learned that my 

emancipators intended to take 

the aforementioned organs right 

on the spot. Being somewhat 

attached to my lungs, liver, and 

spleen, I was forced to make a 

daring escape by diving off a 

two-hundred-foot bridge into a 

raging river. Nonetheless, I don’t 

want my chaotic life as a framed 

fugitive/renegade organ donor to 

interfere with this column. It’s 

nice to at least have one place in 

my life where I can find the 

answers, 
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Stayin’ Alive 
Published in Duelist #13, p. 90 

he first concern you should 

have is surviving your upkeep 

with Copper Tablet in play. 

And keep in mind that Eadie has both 

a Flash Counter and a Counterspell in 

her hand, which can cause numerous 

complications. 

OPTION A 

Upkeep: 

1) Tap the plains to add one white 

mana to your mana pool. 
2) Use the white mana to play Swords 

to Plowshares on your Orcish 

Artillery. You gain 1 life and are 

now at 2 life. 

It is quite possible that Eadie will 
counter your Swords to Plowshares. If 

so, you need to skip down to “Option 

B.” Otherwise, you have survived your 

upkeep and must now figure out how to 

take out Ali from Cairo so that you can 

do the final point of damage to Eadie. 

3) Take the 1 damage from the Cop- 

per Tablet. You are now at 1 life. 
Draw Phase: 

4) Draw the Prodigal Sorcerer. 

Main Phase: 

5) Tapa mountain and a Tundra to 

add one red and one generic mana 

to your mana pool. 

Eadie’s biggest threat is her ability to 

counterspell. In order to defeat her, 
you are going to need a way to stop 
that ability. 

6) Use the red and generic mana to 

cast Stone Rain on Eadie’s Volcanic 

Island. (Remember, Stone Rain 

costs 1 less to cast due to Stone 

Calendar.) 

Eadie might counter this spell, but 

whether she does or not, she can only 

counter one more spell. 

7) Tap Tundra to put one white mana 
in your mana pool. 

8) Use the white mana to cast Disen- 

chant on the Spectral Cloak. (Once 
again, it’s cheaper because of Stone 

Calendar.) 

We must assume that Eadie will 

counter this since she would lose the 

game if she did not. Now Eadie can no 

longer counterspell. 
9) Tap Plateau to add one red mana to 

your mana pool. 

10) Use the red mana to cast Red Ele- 

mental Blast on the Spectral Cloak, 

destroying it. 

With one counterspell Eadie will be 

unable to stop the second spell that 

destroys the Spectral Cloak. 

11) Tap Prodigal Sorcerer to kill Ali 

from Cairo. 

12) Declare end of turn. 

Eadie’s Upkeep: 

13) Eadie dies by taking damage from 

her own Copper Tablet. 
The final thing to remember is that 
once you rid Eadie of Ali’s protection, 
her own Copper Tablet will do her in. 

OPTION B 

This option assumes that Eadie coun- 

ters your Swords to Plowshares. 

1) Tapa mountain to add one red 

mana to your mana pool. 



2) Use the red mana to cast Red 

Elemental Blast and stop Eadie’s 

Counterspell (or Flash Counter). 

Eadie then either lets the Swords 

to Plowshares take effect or coun- 

ters your Red Elemental Blast and 

thus becomes tapped out. 

If Eadie chooses the first option, con- 

tinue with Option A. After you cast 

Stone Rain, Eadie will be unable to do 

anything. If instead she counters your 

Red Elemental Blast, proceed to step 3: 

3) Tap both Tundras and a Plateau to 

add two white and one red mana to 

your mana pool. 

4) Use one white mana to cast Disen- 

chant on the Spectral Cloak. (This 

is cheaper due to Stone Calendar.) 

5) Use one red mana to cast Shatter 

on Copper Tablet. 

6) Tap Prodigal Sorcerer to kill Ali 

from Cairo. 

7) Tap Orcish Artillery to deal 2 

damage to Eadie. Use the remain- 

ing white mana (being used as 

generic) to activate the Circle of 

Protection: Red and prevent the 

damage to yourself. 

In this alternate solution you survive 

the Copper Tablet by destroying it and 

use Orcish Artillery to finish Eadie off. 

On the Move 
Published in Duelist #13, p. 93 

o solve this puzzle you need 

to first figure out how you 

expect to defeat Bryce. It’s 

obvious once you look at all the cards 

in play and in your hand that the only 

way you can deal damage to Bryce is 

with creatures. But how can you get a 

creature through his tough line of 

defense? You begin by stealing your 

own creature back. 

At the end of Bryce’s turn: 

1) Tap two plains, three forests, and 

two mountains to add two white, 

three green (one used as generic), 

and two red mana (both used as 

generic) to your mana pool. 

2) Use two white mana to cast Ward 

of Lights on the Volcanic Dragon. 

Name protection from blue. This 

will knock the Mind Harness and 

Cloak of Invisibility off (as they are 

both blue cards) and return the 

Volcanic Dragon to your control. 

You need to use Ward of Lights instead 

of Seedling Charm to get rid of the 

Mind Harness since the Cloak of 

Invisibility would have phased the 

Volcanic Dragon at the beginning 

of your turn. 

3) Use one green mana to cast 

Seedling Charm. Return Ward 

of Lights to your hand. 

As you will soon see, you will need to 

get a second use out of Ward of Lights. 

4) Use one green and three generic 

mana and sacrifice Uktabi Faerie 

to bury Bryce’s Lead Golem. 

5) Let Bryce’s turn end. 

Your turn: 

6) ‘Tap two plains, three forests, and 

two mountains to add two white, 

three green (two used as generic), 

and two red mana to your mana 

pool. 

7) Use two white mana to once 

again cast Ward of Lights on the 
Volcanic Dragon. This time name 

protection from black. 

8) Use one red and one generic mana 

to put Lightning Reflexes on 

Flame Elemental. It is now a 4/2 

creature with first strike. 

9) Use one red mana and tap and 

sacrifice Flame Elemental to deal 

4 damage to Bryce’s Vaporous 

Djinn, destroying it. 

The Uktabi Faerie and Flame Elemen- 

tal allow you to rid Bryce of all his 

nonblack flying blockers. 

10) Use one green and one generic 

mana to cast Armor of Thorns on 

the Volcanic Dragon. It is nowa 

6/6 creature. 

11) Attack with the Volcanic Dragon 

to deal 6 damage to Bryce. Thanks 

to the Ward of Lights, Bryce is 

unable to block with either his 

Catacomb Dragon or his Tainted 

Specter. 

Now, that wasn't so hard, was it? Until 

next issue, I bid you farewell and wish 

that your loved one never gets kid- 

napped by a stranger who frames you 

for her murder, forcing you to plan a 

jail break with black-market organ 

salespeople. 

Are Youa 
MAGIC, 

Puzzle Junkie? 

You've played the game and stumped 

every opponent. You've solved every 

Magic puzzle that Mark Rosewater has 

ever published, and you await each 

installment of “Magic Tricks” with 

breathless anticipation. When you send 

in your Duelist survey each issue, you 

always request the same thing: “Include 

more puzzles!” 

If this sounds like you, then Magic: 

The Gathering and The Duelist have 

a book for you. Introducing Magic:The 

Puzzling, a collection of twenty-five 

tantalizing new puzzles from the 

puzzle mastermind himself. 

This gorgeous full-color volume contains 

all your favorite puzzle formats, as well 

as brand-new brainteasers never seen 

anywhere—including a special featured 

puzzle from Magic: The Gathering 

creator Richard Garfield. Every puzzle 

dares you to use your cards in ways you 

never thought of before. And, for those 

puzzles that really have you stumped, 

the book also includes hints (written by 

the “good” Rosewater twin—we hope!), 

as well as a guide to all of the cards 

in the book. 

So get ready for the greatest challenge 

Magic puzzle enthusiasts have ever 

encountered: get ready for Magic:The 

Puzzling! 

Warning: May cause insomnia, brain cramps, and 
the strong urge to hurl the book across the room. 
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COMMENTARY 

Required Reading 
xploring the world of games has greatly enhanced 

my experience as a player. I think it’s essential that 

those interested in game design educate themselves 

as to what has been done already and what people 

who have studied games have discovered. You won't 

be bound by these findings, but at least then you'll 

have something tangible to disagree with! My ideal mod- 

ern “gamist” should be what the classical scientist was— 

an expert at everything. While this is nowhere close 

to possible in science, I believe it is still very 

manageable in games. 

Have you tried Bridge? Chess? Go? Poker? 

Scrabble? Roleplaying? I love to explore clas- 

sic games. Exploring a game involves not 

just trying it and deciding that you 

don't like it, but truly attempt- 

ing to understand what appeal 

the game has for others. A nice 

side effect of this approach is 
that you often develop some- 

thing of a taste for the game 
yourself. 

Many times people have asked me 

about games they've designed, and I’ve 

looked at the designs and seen places 

where others had accomplished what they 

had in more elegant ways. As a result, any inno- 

vations were often lost in the noise. Games 

designed without a solid foundation in existing 

game design tend to require years of honing, which 

amounts to reinventing the wheel. I’ve been told by 

some of these designers that they don’t like their 

thoughts “polluted” by other people’s games because 

then they won't be able to think outside of conventional 

lines. But I find the cost of ignorance to be much higher 

than any possible gain. Game designers should train them- 

selves to think out of the mold, but it’s naive to think that 

you profit by not even knowing what the mold is. 

GAMES IOI 
I sometimes wonder, if I were running a course on games, 

what books would I have the students read? Precious little 

literature exists on gaming, but there are enough gems out 

there that reading is still a good way to learn about games. 

The History of Card Games, by David Parlett, is an amaz- 

ing source for learning about card games, starting with the 

origin of the deck. The way games catch on and spread and 
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LOST IN THE SHUFFLE 
by Richard Garfield 

- 

 « 

the way they mutate and die teaches us an incredible 

amount. The history of games is a difficult subject to write 

about because of the lack of documentation. In many ways, 

studying games is like studying folklore; you have to com- 

pose a big picture from the stories that survived, and you 

have to guess where those stories started and how they 

changed over the years. I consider most traditional games 

a form of folk art. 

Gamut of Games, by Sid Sackson, is a good compila- 

tion of some of Sackson’s favorite games, both origi- 

nal and collected. Sackson has designed more 

games than most people have played and has 

collected more games than most people 

know exist. He is a true scholar of 

games, and his insight into them is 

very educational. 
Abbotts New Card Games, by 

Robert Abbott, is a treasure of 

original card games (and one 

board game). Abbott gives insight 

into how he came up with his 

~ 

games and shows some truly new ways 

for how to use a deck of cards. 

New Rules for Classic Games, by Wayne 

Schmittberger, teaches you new ways to have 

fun with the games you already know. This 
book is also wonderful for learning how to use your 

knowledge of games to create new ones. And it’s beautifully 

written; after reading it, I felt as though I had spent a week- 

end chatting with a friend. 
Winning Ways (parts one and two), by Berlecamp, Guy, 

and Conway, is a must for anyone interested in the mathe- 

matics of games. If you don’t have a knack for technical 

language, you may not fully appreciate this book, but any 

willing reader can learn an amazing amount. You may even 

gain insight into what people are talking about when they 

refer to the beauty of mathematics. 

My understanding and appreciation of games has 
increased immensely because of these books. Some of them 

may be hard to find, but if you're interested in games, you 

won't be disappointed. Remember, the way to advance 
games, as with any discipline, is to learn what has gone 

before and to build upon that foundation. # 

Richard Garfield trained for many years to be a professor of mathe- 
matics and was put on a new course by the success of Magic. 

He hasn't completely given up his roots in academics, however. 
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pS ICE Inc. and Hobbygames The first three titles in the Dicemaster 

‘ Ltd. present Dicemaster,* line include: 

an exciting new fantasy dice * Cities of Doom™ (Basic Set )— 

| game. Now players can enjoy The =8"x 8"x 1" box 

complete, character-based adventures with contains a durable, vacu- 

vd nothing more than a beautiful set of formed dice tray, 

custom-crafted dice. Dicemaster’s thirty-one 6-sided dice 

tremendous replay value and broad array (D6), and one 8-sided die 

of intricate die images set it apart from the (D8). The set includes five 22mm, 

other dice games on the market. No other seven 16mm, and twenty 18mm 

p/. dice game offers you so many gaming dice. Each player will need a 

J options, or such wonderful artwork. Basic Set in order to play 

Dicemaster employs a customizable 

collection of beautifully tooled dice, which 

bear over 100 different, easily readable 

the game. Two players can 

play the “Basic Game” if 

they each have a Cities of 

; images. They complement the game’s Doom set. ($24.95) 

remarkably clean but ¢ Wilds of Doom™ (Wilderness Set) — 

sophisticated game system. The =4"x 4"x 4" box contains 26 dice, 

ee = OU Can play a fast-paced, including thirteen 16mm dice, eight 

stand alone game or call 18mm, and five 22mm 

upon the vast supply of dice (three 6-siders, one 

7 extremely varied and flexible 10-sided die, and one 

expansion sets. 12-sided die). You also 

It only takes about fifteen minutes to get a dice bag and tray. 

master the Dicemaster rules. Then you just Two players can play the 

grab your dice, pick a character, “Wilderness Game” if , between them, 

and start your quest. Your 

adventurer embarks on a 

series of journeys, hoping to 

be the first to gather the six 

clues necessary to complete a 

they have one Wilds of Doom.($19.95) 

Doom Cubes” (Booster Sets) — 

Each =4"x 4"x 2" box contains a dice 

tray and 8 dice (including either one 

10-sided die or one 12-sided die). Once 

cryptic mystery. The first to solve the either or both players introduce(s) one 

puzzle wins the game. Travel afar, battle or more Doom Cubes, they can play the 

monsters, and challenge your opponent “Advanced Game.” ($5.95) 

with all sorts of clever trouble. 

; IT] tks Crows Evrerrnises, Ive. HospyGames, Lrp., U.K. 
, 2 | @ PO. Box 1605 Unit S4, Rudford Industrial Estates 

- as Charlottesville, VA 22902 Ford Airfield, Near Arundel 
Tel: 1(800) 325-0479 or (804) 295-4280 West Sussex, UK BN18 OBD 

; Fax: (804) 977-4811, e-mail:vaice@ aol.com, Tel: +44 0( 1903) 730998, Fax: +44 011903) 731141 

_— 

A a) e Copyright © 1996 Ikon Ckown Exterrnists, Inc, (Charlottesville, Virginia USA) and HoweyGases, Listen (West Sussex, UK) 

web page: httpy//www.ironcrown.com e-mail:hguk @ pavilion.co.uk, web page: hup:y//www.hobbygames.com 

The "Burning Die,’ Dicemaster, Cities of Doom. 

Wilds of Doom, Doom Cubes, and all icons and images used therein, are trademark properties of ron Crown Enterprises (ICE) and Hobbygames. All rights reserved. 
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uest for power runs in your blood. 
don your screen. ‘gf 
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I ntrigue. Sorcery. 
Bloodtheft. It’s all part 
of everyday life in the 

captivating world 
of Birthright.™ 

Your battle against evil 
begins in Cerilia, where you 
alone have the power to 

preserve your domain. Your 
weapons? Strategy, skill, 
magic, and a unique 

heritage of divine power: 
your Bloodline. 

Discover what happens 
when fantasy role-playing 

meets battle/strategy 
with Birthright. Available 

now on CD-ROM. 

Seek fortune, power and adventure in the Become one of 34 interactive characters 
faithfully rendered realms of Anuire. fighting to rule your domain. and the power you need to conquer evil. 

Collect spells, weapons, blood abilities 
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